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REMEMBERING 
MISSINGNO. 


This is a public service announcement for any of you younger Pokémon fans who weren't around to play the original 
games back in the late '90s: Don't forget about MissingNo.! The Pokémon Company has been actively reigniting fans’ 
nostalgia for the original 151 Pokémon from the Kanto Region, through the release of Pokémon GO earlier this year 
and the new Alola Forms that are bringing many of them back into the spotlight in Sun & Moon. But true Trainers know 
there were actually 152 monsters in Red, Blue & Yellow! Yes, gaze upon the majesty of MissingNo., the glitched-data 
Pokémon! (I know, it looks like a garbled hodgepodge of pixels in a backwards L shape.) Magnificent, isn't it? 


If you've never heard about MissingNo., it's understandable — The Pokémon 
Company has never officially acknowledged it as more than a glitch, and likely never 
will. It wasn't a "real" Pokémon, but rather a battle encounter that could be triggered 
when you tried to execute a few different tricks, like an infamous cheat that would let 
you instantly skyrocket the quantity of an item in your bag. Want 99 Master Balls? No 
problem! Just go surfing along the edge of Cinnabar Island, and watch out for this non- 
sensical abomination of a programming error to rear its ugly, uh, head? 


MissingNo. was really "Missing Number," meaning the game was trying to call up 
battle data for an unlisted or deleted Pokémon. But whatever the explanation for why 
it happened, Gen I fans flocked to Cinnabar's shore to try to see this Easter egg beast 
for themselves! If you're up for resuming the 20-year-old hunt, MissingNo. can still be 
found in the 3DS VC re-releases of Red, Blue & Yellow. Good luck! 


Mild MISSINGNO. 
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THE BIGGEST FAN-MADE POKEMON GAME, Ever! 
Pokemon Uranium racked up over 1,500,000 downloads before going offline. 


IT HASN'T BEEN a great year for fans of Nintendo 
fan games. But is it ever? 

While many publishers are keen on free public- 
ity and passion - sometimes even going out of their 
way to finance or officially back productions like 
Capcom did with Street Fighter X Mega Man - 
Nintendo fan content creators aren't so lucky. The 
company employs a strong-arm mentality for these 
free productions that extends to cutting in on 
YouTube monetization and spurs fair use discus- 
sions worldwide, and it's something that the Big N 
will need to fully wrap their heads around as they 
transition into the new Switch generation. 

Perhaps the biggest "loss" (more on this in a 
moment) was Project AM2R, which was anything 
but "Another Metroid 2 Remake" - as its casual 
moniker suggests - and more like an incredibly 
polished official production. Some take years to 
realize their creations (and in the case of AM2R, 
10), but in the end, DoctorM64's project was pulled 
from their official servers, with the official reason 
given by Nintendo as "copyright-infringing 
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material." But even then - even after they've 
squashed hope of official avenues to download and 
experience the project, or the chance for an official 
update - DoctorM64 remains steadfast and still has 
love for Nintendo. 

His response pretty much sums up the situation 
at hand. Nintendo fans will never stop working on 
fan games inspired by Nintendo's character factory 
of IPs. There's so much history there — perhaps 
more than any other remaining publisher to draw 
from. It's inevitable that people will latch on to that 
well! But with a muddled understanding of copy- 
right law and trademarks (many big publishers 
have allowed projects to come to pass and have 
had no obligation to "protect their IP or lose it"), as 
well as bad timing in some cases (AM2R was 
released right before Federation Force), the road to 
official support is long and arduous. 

That was also the case for Pokémon Uranium, 
another unreal fan project that met the same fate. 

This one took nine years, but it was finally 
released in August of 2016, and reached 1,500,000 


downloads within two days! Then it was quickly hit 
with a request from Nintendo's lawyers to take the 
project down. The creators immediately issued a 
statement saying that they would remove all 
official download links from their site, and disavow 
"any connection" to users who happen to re-upload 
the game. It's the Shaggy Defense re-imagined for 
a new generation, because pretty much everyone 
knows full well that once a wildly popular thing hits 
torrents, it's out there for good. (You may want to 
take a gander at it too, because it's pretty great.) 

While Sun & Moon have been occupying all of 
our thoughts these past few months with drip-fed 
news about Alola Forms and tidbits about the giant 
plastic Z-Ring toy, Uranium was sitting there ready 
to be enjoyed, as the first real, new Pokemon fix 
since X & Y hit in October 2013. Remember when 1 
talked about bad timing? Yes, Uranium was 
released mere months before a new mainline 
Pokémon sequel pair is set to hit the 3DS, but that 
doesn't take away from anything accomplished by 
the Uranium team, who strived to add in some 


unique features and 150 of their own original, 
handcrafted creatures. 

Let's start with the big delineations first. 
Uranium has a new type, Nuclear, which ties 
directly into the new, fairly topical (for Pokémon 
anyway) storyline starring a boy, girl or gender 
neutral protagonist. From there, you'll dive into 
some heavy stuff, with themes of absent parents, 
nuclear fallout in the Uranium-only Tandor Region, 
and the hope of being "the very best" in spite of the 
world crumbling all around you. It's a great concept 
that mostly follows through, and since nearly every 
mainline game starts with "Hey, you should adven- 
ture, or something," this time it feels a little more 
justified. 

When I said "mostly follows through," I'm 
speaking to the commitment to the nuclear fallout 
schtick. Humans aren't the only ones dealing with 
he fallout in Tandor, as the Pokémon have become 
irradiated too, giving birth to the aforementioned 
new type. And I really appreciate that the team 
stood by this so heavily and refrained from adding 
00 many extraneous types in, because one is 
enough. 

But if that's not enough to get your attention, 


Trade your Chimaconda for their Tyrell? 


the fact that it’s far more challenging (especially at 
first) than other entries should. There really isn’t 
any brute-forcing here like in past games, where 
you could just spam one powerful ringleader and 
get by - here, you need a well-balanced team to 
survive. You may even have to *gasp* use potions 
more than a few times throughout the course of 
the journey! A crazy notion | know, but Uranium 
makes you work for your success. 

Speaking of assembling a team, again, you'll find 
a wholly new cast comprised of 150 ’mons to 
choose from, and your mileage may vary there. 
Some, like the adorable step-brother of Charizard, 
Raptorch, look like they've leapt straight out of an 
official screenshot. Others, especially some of the 
latter Pokédex entries going into legendary terri- 
tory, appear to be rejected, unfinished concept art. 
It’s a game of give and take, roster-wise, though 
many creations like Swabone and its subsequent 
evolutions (why isn’t there an official pirate 
creature yet?) catapulted their way into my heart. 

If you're keen, there's hundreds of hours of stuff 
to do. Mega Evolutions return, as well as optional 
quests, Easter eggs and endgame battles. Whether 
you're popping it in to bide your time until Sun & 


NUCLEAR VERSIONS OF OLD 'MONS 


Most of the time, Pokémon fan games take one of two approaches: first, they might present 
nothing but all-new, fan-made monsters to catch; second, they might skip the monster-making 
and focus on world-building instead, just using established, official Pokémon as the catchable 
critters. But Pokémon Uranium offers a mix of both, and then goes one step further – it debuts 

new Nuclear versions of older monsters! It's essentially the same idea that Nintendo's presenting 
through the Alola Forms in Sun & Moon, but seeing as how Uranium was already years into its 
development before those new, official alternates were unveiled just a few months ago, it's safe 
to say this fan game beat the official works to the punch! The glowing eyes of Nuclear Gligar are 
a favorite of mine, as is Nuclear Arbok with its radiation warning symbol front and center! 
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Moon, or even years from now while you're waiting 
for the next follow-up (Quasar? Eclipse? I hope 
Nintendo gives us a "third" Pokémon release for 
Sun & Moon at some point), Uranium is almost as 
good as the real thing. It lacks that classic polish 
that Game Freak exhumes from every fiber of their 
process (something that's mostly evident in the 
sound editing and music, or lack thereof), but then 
again, Uranium's team doesn't have the backing of 
several multi-million dollar corporations and an 
army of developers at their disposal (read: it's two 
core people). 

Circling back to the state of fan games for a 
moment, with Pokémon Prism on the horizon, it's 
only a matter of time until we see some more 
buildup, and likely, an official statement from the 
developers noting that they've been contacted by 
Nintendo too. This one also has history, seeing as 
it's a follow-up to a 12-year-old ROM hack, bringing 
back the Gas, Sound, Abnormal, Wind and Wood 
types. It will probably still be released in December, 
the planned date from TPP Devs and Nsomniart. 
And it'll probably make its way to various download 
sites before Nintendo gets in contact with them. 
The cycle will continue, and Nintendo will catch 
some more flak for it. 

But in the end, we're still getting widely avail- 
able passion projects that we can easily access to 
supplement all of our playthroughs of official 
Nintendo games. That's not a bad thing in the 
slightest, but | wonder how long it'll take for 
someone, somewhere, who has a really good idea, 
to become disheartened at the notion of releasing 
their fan game out in the world for fear of reprisal. 
With so much riding on the Switch, it would do 
Nintendo a lot of good to rethink how they want to 
approach the new era of the Internet. They can 
start with YouTube and fan games. - CHRIS 
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NUZLOCKE COMICS PRESENTS: 


WHAT IS THE NUZLOCKE 
CHALLLENGE? 


THE NUZLOCKE 
CHALLENGE: 
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THE NUZLOCKE CHALLENGE 


How to create your own “Hard Mode” in Pokemon games! 
LET'S BE HONEST: Pokémon games aren't exactly challenging. Over 20 years into 
the lifespan of the series, its installments still primarily target kids when it comes 
to the difficulty level of each main quest — so the fans who have been following the 
brand for two decades now have come up with a creative way to give the games a 


kind of self-imposed "Hard Mode" and ramp up the tension. RULE #2: 
You've probably seen a few YouTubers play "The Nuzlocke Challenge" using one If one of your Pokemon faints, you 

of the mainline Pokemon games. It’s a playstyle created by a webcomic artist that must release it... 

adds a new wrinkle of difficulty to any Pokemon adventure by forcing the player to 


follow specific rules — and it also serves the purpose of having your Trainer develop h Вл wou 
deeper bonds with their Pokemon. 

At its most basic, there are two main rules to The Nuzlocke Challenge. First, 
every time you enter a new area, you're only allowed to capture the first Pokémon 
you see (you forfeit that chance if it runs or you accidentally faint it). And second, if 
one of the Pokémon in your party faints, it's considered "dead" for the rest of the 
game, and needs to be either released or stored. (This means that if you're com- 
pletely defeated in a battle, it's a total Game Over!) There are also a lot of other 
add-on rules you can choose to follow, such as having to nickname every Pokémon 
(in order to bond further with each one, which adds to the heartbreak you experi- 
ence if they "die") - but a true Nuzlocke follows the main rules to the letter. 

And what's with the name, 
Nuzlocke? The artist of the web- š 
comic happened to be a major fan : YOU'LL MAKE. I 
of the early 2000s American TV , И Бо ат 
drama Lost, апа thought that John 
Locke (played by Terry 
O'Quinn) looked exactly 
like a Nuzleaf. Maybe 
you can see the re- 
semblance? 

So if you've up for 
an added bit of trouble 
or just want an excuse to 
go back and replay an older 
Pokémon generation, give 
The Nuzlocke Challenge a 
try! - REBECCA 


THE ORIGINAL COMIC 


Here's the webcomic that started it all! Such a simple idea, 
explained so concisely — and it caught fire in the Pokémon 
fandom and has been a fixture of the community for years now! 
This comic wasn't just a one-shot, though. Nuzlocke Comics con- 
tinued with an on-going strip that chronicled a Trainer's Challenge 
through several different games, adapting the actual events that 
happened in gameplay directly into a visual story. Several other 
Nuzlocke runners also create art inspired by their experiences! 


RETROUSB AVS 


We've put it through its paces, and this new HD 
version of the original NES lives up to its promises. 


IN OUR LAST issue, we brought you an inter- 
view with Brian Parker, proprietor of retrouSB 
and creator of the new AVS system. The AVS is 
an HD version of Nintendo’s original console, 
the NES - but unlike the mini-sized NES that's 
being released as a holiday gift item soon, this 
high-def take on the old Entertainment System 
works with the original 8-bit cartridges from 
the ’80s and ’90s. 

And it works well, | might add! After 
wrapping up our interview last time, Brian 
sent along a review unit for us to test out, and 
it is absolutely as advertised. 

| went on kind of an eBay binge between 10 
and 15 years ago, snatching up NES cartridges 
to build a rather sizeable library for myself. It’s 
nowhere near a full collection, but I’ve got just 


around with the 
others first. 

There are 
control settings, so 
you can activate turbo fire 
on either the A or B Buttons of 
whichever kind of NES controller you 
have plugged in (I prefer the Dogbone). 
You can also adjust the button combos that 
send you back to the menu or toggle cheats on 
and off. 

And those cheats? Built-in Game Genie 
codes! The AVS auto-detects what game it is 
you've got inserted and offers you a selection 
of the most popular cheats to enable, from 
infinite lives to endless money. You can pick to 
activate any or none of them, and you can also 
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over 100 of the games that | consider to be the 
best releases of the 8-bit era. The problem is, | 
haven't done much with them in the past 
decade. They've been in a couple of storage 
bins, toted along from home to home as I've 


type in your own codes if the one you want 
isn't listed by default. 

Video options are robust, too, as you can 
adjust the horizontal aspect of the image 
anywhere from being pixel-perfect in the 
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moved - rarely unpacked and played with. It 
was just too much of a hassle to try to get my 
old top-loader NES hooked up to my newer 
HDTVs, | suppose - and when I did, the picture 
quality that resulted was ugly (to put it kindly). 

There's no hassle here. The AVS looks like it 
came straight out of 1985 from its colors and 
case design, but it's entirely modern inside, 
and with its outputs. It hooks straight up to 
one of your HDTV's HDMI ports, and can be 
powered by either USB or plugging straight 
into a wall outlet or power strip. The setup's a 
cinch. 

And then comes the fun part - actually, 
physically putting in a game cartridge! I 
couldn't resist blowing on the connectors a bit 
for old time's sake as | pulled my old golden 
Legend of Zelda cartridge out of that storage 
bin and placed it within the AVS for its first 
test run. It feels great to physically handle the 
chunky plastic games again! Though the expe- 
rience isn't entirely the same as 30 years ago, 
since games don't slot straight into the front 
of this unit as they did with the old VCR-like 
NES. Rather, the lid on the AVS opens up like 
the top of a treasure chest, and you lay your 
cart down inside and then give it a little push 
back to get the connectors to connect. Still, a 
satisfying moment. 

Powering on the system, you're taken to an 
opening menu screen with five different 
options. Launching the inserted game is one of 
them, naturally, but you might want to play 


center of your screen to being stretched all 
the way across your 16:9 display (though 
you're a monster if you do that). You can add 
scanlines and adjust how intense they are. You 
can choose to hide that weird blank line on the 
left of the screen that popped up in some 
games like Kirby's Adventure and Super Mario 
Bros. 3, and you can even toggle on an "Extra 
Sprites" option that is kind of magic in certain 
games - it increases the amount of sprites per 
scanline from eight to 15, reducing flicker in 
some crowded scenes with lots of characters. 

Finally, there's a Scoreboard option that 
lets you hook the AVS up to the Internet and 
upload your top scores, to compete against 
other AVS owners! 

All of this works absolutely brilliantly, and 
it’s stunning to see these same old carts that 
have been sitting around untouched since my 
college days come to life in bright, bold high 
definition. Nintendo’s new mini NES is going to 
scratch the nostalgia itch for many aging 
gamers, but it’s limited at just the 30 games 
Nintendo picked to put on it. If that’s not 
enough for you, and especially if you already 
own a collection of original cartridges like | do, 
then I wholeheartedly recommend upgrading 
to a retroUSB AVS! - LUCAS 
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NINTENDO FAN IN JAPAN 


NF's own Tony Ponce is living many Western fans’ dream - he moved 
to Japan earlier this year! Here's a chronicle of his experiences so far. 


AT SOME POINT, everyone finds themselves 
staring at the mirror and thinking, where are you 
going? Taking up a new hobby or shedding a ton of 
weight at the gym may be just the ticket to address 
this existential quandary for some folks. Others, 
such as yours truly, take more extreme measures. 

Thus, in March 2016, I kissed American soil 
goodbye and flew to Japan for the next chapter of 
my life. That's right — Tony Ponce is now a Japanese 
resident! 

Anyone who has followed my writing in the past 
may be aware that I once lived in Japan while my 
father played pro baseball there. I'd always enter- 
tained the notion of returning one day in search of 
exciting work opportunities, but it wasn't until last 
year that I finally transformed thought into action. 

These days, my weeks are spent as an assistant 
English teacher at a local junior high school. But 
once the tie comes off, I'm out sampling scrump- 
tious treats, brushing up on my kanji and otherwise 
re-acclimating myself to a culture | hadn't engaged 
with in nearly 25 years. 

Daily life here is a strange and fascinating beast: 
Convenience stores where you can score an inex- 
pensive yet high-quality meal, buy concert tickets 
and pick up your Amazon order! A convoluted 
waste disposal system that requires you to sort 
your garbage into color-coded bags! Hanging wet 
laundry outside, as the Japanese don't believe in 
electric dryers! 

Between learning to do without familiar 
comforts and falling in love with new ones, I’ve also 
made time for a bit of travel. In addition to Tokyo, 
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naturally, I've also visited the shrines of Kyoto (and 
the original Nintendo HQ, as seen above), quaffed 
the life-improving green tea of Uji, cut loose at 
universal Studios Japan and even partook in a 
Tenchi Muyo! location hunt throughout Okayama. 

Ah! But if you're reading this, what you really 
want to know is what the video game scene is like! 
Is Japan as much of a technological wonderland as 
the Internet has led you to believe? Well, | wouldn't 
go that far, but yeah, Japan truly knows how to 
honor gaming culture! 

Game-themed cafés and bars are not unheard of 
in the West, but they are child's play compared to 
the ones here. I'm sure you're already familiar with 
the Kirby Café, temporary rebrandings of partici- 
pating establishments starring Nintendo’s lovable 
pink puff. After scarfing down Kirby pancakes, 
Maxim Tomato soup and Meta Knight parfait, you 
can hit up the gift shop for exclusive merch. 

| attempted to dine at the Osaka location back in 
August, but | underestimated just how seriously the 
Japanese take their cartoon cuisine. People lined 
up extra early just to get reservations — by the time 
| arrived, all the spots for the day had been booked! 
Even access to the gift shop was denied until late in 
the afternoon! It was with a heavy heart (and an 
empty stomach) that | was forced to cancel brunch 
with my Popstar pal. 

At least | can count on a trip to the arcade to lift 
my spirits! Though the Japanese arcade scene may 
have cooled down in recent times, it's still light- 
years beyond America's skeletal remains. It's super 
easy to find a game center in any of the major 


cities, and even less-populated regions may have a 
couple of spots about town. 

Generally, the emphasis is on attractions that 
pull in the most change. First are the UFO Catcher 
claw machines, filled with plush critters, anime 
figurines and even tubes of potato chips. After that, 
you've got rhythm games of increasing complexity, 
at least one of which is guaranteed to be the ever 
popular Taiko no Tatsujin (Taiko Drum Master). 
Then there's the adult section, where you can try 
your luck at pachislots or bet on virtual horse races. 

In my opinion, the country's most incredible 
arcade is Anata no Warehouse in Kawasaki. This 
18-and-older-only establishment is decked out to 
resemble Hong Kong's Kowloon Walled City, but its 
game variety is nothing to sneeze at either. We're 
talking Taito's original super widescreen shmup 
Darius sitting adjacent to the latest in the series, 
Dariusburst: Another Chronicle! The (terrible) Silent 
Hill light gun cabinet! Endless rows of retro 
machines discounted to X50 (about $0.50) per play! 

And what of dedicated game stores? In the 
States, finding one not under the GameStop banner 
is a luxury reserved for big cities and college 
towns; the process is less painful in Japan. 
Everyone knows about Akihabara and its famous 
Super Potato retro shop, but you don't need to 
venture that far to find quality software. 

Keep your eyes peeled for used goods stores, 
better known as recycle shops. Down the street 
from me is a place called Mandai Shoten, your 
one-stop destination for pre-owned clothing, 
instruments, manga and more! They have an 
incredible retro game section, filled to bursting 
with titles and hardware from the Famicom era 
through the present. And everything is guaranteed 
to be in pristine condition - no scratched discs or 
irremovable video store labels here! 

All this barely scratches the surface of my life in 
Japan. I'd love to share more tales from the East in 
due time. For now, I’ve got a date with some 
conveyor belt sushi! Peace! - TONY 
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FEW NEW FRANCHISES have been 
greeted with as much acclaim and 
success as Yo-kai Watch. While it 
remains to be seen what kind of 
impact the series will make here in the 
States, it turned into a veritable phe- 
nomenon in its home country of Japan 
almost overnight, which led many fans 
and pundits to compare it favorably 
with Pokémon. 

The first game in the series (which 
debuted in North America last year) 
marked an auspicious start for the 
franchise, but for the sequel, Level-5 
has taken a page out of Pokemon’s 
playbook and released Yo-kai Watch 2 
in two versions. Like most of the 
mainline Pokémon titles, however, the 
differences between the two are fairly 
negligible: Aside from a handful of 
unique Yo-kai to befriend, the experi- 
ence is largely the same whether you 
side with the Bony Spirits or the 
Fleshy Souls (the warring factions 
after which the versions are named). 


NINTENDO 
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Go for the Ganso 


Despite picking up where the first 
title left off, Yo-kai Watch 2 serves as a 
good starting point for those who may 
have missed out on the original. The 
game spends the first couple of hours 
reintroducing the series' characters 
and mechanics, easing newcomers 
into the experience. Yo-kai Watch 
veterans, on the other hand, will find 
themselves right at home from the 
opening moments, as the gameplay 
and story structure remain largely 
unchanged from the first title. 

The series' defining feature is its 
unique battle system, which plays out 
almost identically as in its predeces- 
sor. Unlike most other RPGs, Yo-kai 
Watch eschews turn-based commands 
for a more passive, though still 
engaging, take on combat. Your Yo-kai 
will automatically trade attacks with 
foes on the upper screen, while you 
can engage Soultimate moves (more 
powerful special attacks that can only 
be initiated when a Yo-kai's Soul Meter 
is full) and feed items to your Yo-kai 
using the touchscreen. You can also 
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Retaliated against attacker! 


rotate Yo-kai in and out of combat by 
spinning the Yo-kai dial, which adds a 
layer of strategy to battles as you 
swap Yo-kai in and out to heal and 
purify them. The game even intro- 
duces additional wrinkles to the battle 
system after you acquire a new type of 
Yo-kai Watch, which allows you to 
poke enemies (for various combat 
bonuses) and launch M Skills (ultra- 
powerful Soultimate attacks that drain 
the entire row's Soul Meters). 

There are several other tweaks that 
help refine the experience, but for all 
the improvements this sequel has 
made to its predecessor, there are still 
too many questionable design deci- 
sions that hold it back. Perhaps most 
frustrating is its overreliance on fetch- 
quests - many story objectives typi- 
cally amount to trekking from one end 
of Springdale to another to find a 


specific item, only to backtrack to 
deliver it to a certain character. These 
types of quests pop up far too fre- 
quently during the main story, espe- 
cially in its early portions before you 
obtain a bicycle or unlock the ability to 
quick travel - and there's simply 
nothing satisfying about running 
meaningless errands. 

Likewise, befriending Yo-kai is still 
too unpredictable, particularly for a 
game that encourages you to amass 
an army of monsters. Unlike Pokémon, 
you don't have direct control over 
which Yo-kai you add to your team; 
rather, one will occasionally approach 
you after a battle and ask to join your 
party. You can try to encourage a 
specific Yo-kai to join your side by 
feeding it during combat, but even 
that doesn't guarantee it will approach 
you after the battle concludes. 

Ultimately, Yo-kai Watch 2 fails to 
expand the series in a significant way, 
but it's still an enjoyable (if occasion- 
ally tedious) adventure for the 3DS. 
While it may not solidify the burgeon- 
ing franchise as an alternative to 
Pokémon, Yo-kai Watch 2 

is nonetheless another 

solid RPG in 3DS's library, 
especially for younger 
gamers. - KEVIN K. 


Let's Talk Honke 


IF YOU MISSED the first Yo-kai 
Watch that came out last year in North 
America, then good: Yo-kai Watch 2 
will be a much better starting point for 
you. The early hours of this sequel 
almost slavishly recap the gameplay 
and story of the original, to the point 
of déjà vu. That's due mostly to the 
fact that you once again start in 
Springdale (the same town as the first 
one) and you're playing as the same 
character, but it's also because of a 
silly amnesia story that forces you to 
essentially relive the discovery of the 
Watch, Jibanyan and other early char- 
acters. It's a slow start that drags on 
far too long, setting the tone for this 
sequel's inconsistent pacing. 
Once you escape the town 
and travel by train to other 
areas - and eventually even 
journey through time - the 
story picks up, but it's still 
marred by weird slow 
sections. You ride the 
rails seemingly in real 
time, having to stop at 


every station. And as Kevin pointed 
out, fetchquests are the task du jour in 
the world of Yo-kai. It's maddening. 
Shortcuts unfurl as you explore, but it 
doesn't help the experience too much 
except for in the endgame. 

While the lackadaisical structure of 
the story is a real issue, this sequel's 
not all bad. The unique passive battle 
system returns with just enough 
added depth to make it more engaging 
and fun. A fast-forward button speeds 
up the slow segments of battling and 
new additions - like the new M Skills — 
bring more strategy to the forefront. 
The battling might be its strongest 
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element, but it still lacks the tried- 
and-true nuance of traditional turn- 
based battles or new-fangled active 
real-time fights. 

The story, while kicking off by 
retreading a bulk of the original's 
opening hours, kicks into high gear in 
its second half. You travel through 
time to meet your grandpa and 
discover the origins of the Yo-kai 
Watch. You also unwittingly find 
yourself in the middle of a war, which 
really makes that dopey quest where 
you're just chasing a jerk Yo-kai who 
stole a watch seem even more insig- 
nificant and dumb. The waning hours 
of Yo-kai Watch 2 are too little too 
late, unfortunately. If more of the 
game was more like the ending, the 
entire experience would be incredibly 
improved. Sadly, the pitiful pace puts 
the adventure so far behind that it 
struggles to catch up by the time the 
credits roll. 

Like Kevin said, the differences 
between Fleshy Souls and Bony Spirits 
aren't much of anything. Each one has 
a handful of exclusive Yo-kai, so I 
guess if you prefer Boyclops or Toadal 
Dude, get Fleshy Souls. If you're more 
of a Slimamander or Venoct fan, get 
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Bony Spirits. 

The physical versions of each game 
come with an exclusive Yo-kai toy, 
though, that comes with a QR code to 
unlock the character for potential 
befriending. Additionally, a ton of QR 
codes can be found online to add more 
characters. The annoying thing is that, 
like befriending any character in 
Yo-kai Watch, it’s all very random as to 
if these Yo-kai join you – and you can 
only attempt it once a day. It makes 
for a really frustrating gaming experi- 
ence, because even if you feed the 
Yo-kai the right food and make it 
pleased as punch, the little brat might 
still just run away. 

A lot of my complaints could 
probably be chalked up to the excuse 
that this game is meant for kids. A lot 
of great games are meant for kids, 
though, and Yo-kai Watch 2 fails 
because it just isn't a great game. 
Yo-kai Watch is trying to be Pokémon, 
but winds up landing more in the 
range of a Mega Man Battle Network 
or Mega Man Star Force. 

It's not a bad game, but unless 
you're a big fan of the cartoon show or 
have a high tolerance for slow games, 
Yo-kai Watch 2 isn't worth your time, 
no matter how stinking cute Jibanyan 
is. - NEAL 
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PAPER MARIO: COLOR SPLASH 


WE CAN DENY the reality all we like, 
but that won't make it any less true: 
Paper Mario: Color Splash is the final 
big Wii U exclusive in the system's life. 
On paper (no pun intended), you may 
scratch your head and shrug it off 
entirely. But you'd be wrong in doing 
so, in my opinion! That's because 
Paper Mario: Color Splash is one of the 
finest games to grace the Wii U in 
2016. It may not be the Thousand-Year 
Door sequel many of us wanted, but 
who cares? This paint-sloshing sequel 
still offers a lot of vibrant fun. 

The game shows its true colors the 
most through its writing, which is 
filled with on-point humor and anec- 
dotes. The previous game in the fran- 
chise, Sticker Star, is a rather less 
attention-grabbing journey - you were 
hopping from level to level with very 
few exciting things going on in any of 
them. Color Splash, though, oozes 
charm from the moment you hit Start. 

It starts with the classic bait-and- 
switch of Mario and Princess Peach 
reaching a new destination, and all the 


drama starts to unfold from there. 
Prism Island, a colorful paradise, has 
been drained of its color and it's up to 
you, as Mario, to save the day. Luckily, 
your fun sidekick Huey (a floating, 
talking paint bucket) is at your side to 
offer conversation and comic relief. 
Your goal is to find the Mini and Big 
Paint Stars that are scattered across 
the various levels in the game. There's 
a lot of exploration in each stage, with 
most feeling like self-contained little 
worlds. One of the great early sce- 
narios can be found in the level Cherry 
Lake. A group of paper Shy Guys have 
formed a stack in order to "increase 
their strength" – they hold themselves 
in a very high regard, and think that 
being up high will lower your choles- 
terol. Another Shy Guy nearby, 
though, refuses to join their group – 
he prefers to be lonely to show off his 
own strength. Color Splash is filled 
with these little character-building 
moments, even for common enemies! 
Another great moment was on the 
Sunset Express, where you find a 
bunch of enemies relaxing in a train 
suite. You listen to their problems and 


pectations 


why they don't appreciate certain 
aspects of being lowly minions. 

In every level, there's that spark 
that keeps you going. You may find it 
in the fantastic music, the breathtak- 
ing environments or the characters 
that just say what's on their mind. 
Some gamers have little patience for 
dialogue, but I never felt that the act 
of playing the game was wasting my 
time - | was always excited to see 
what was next. It helps that exploring 
the environments and solving the 
puzzles along the way is just plain fun. 
They range from painting a path in a 
pitch black lighthouse to participating 


in a quiz that tests your memory skills. 


The new Cutout and Unfurl mechanics 
add to that variety, too, with unique 
elements that make the levels richer. 
No two sections in the game ever felt 
the same, and you can see that clearly 
in the production values. 

That being said, | was satisfied with 
just exploring the levels casually. The 
game compels you to walk around and 
find every color-drained blank spot to 
refill with a bash from Mario's Paint 
Hammer. If you want to 10096 the 
game, you've got to find each one! 
(Doing so unlocks all the music in the 
soundtrack for free listening again and 
again in a museum.) Totally restoring 
all the color in a stage is satisfying, 
but it's also super frustrating to get to 
like 9796 on a level and have no idea 
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where to look for the last blank spot. 

| feel indifferent about the battle 
system. Due to the new paint-using 
mechanics, battles are all about item 
management. Color Splash uses a 
variety of cards for its battle moves – 
Jumps, Hammers, Enemy Cards and 
Things - that are collected or bought 
throughout the game. Early on, it's 
required that you paint in every card, 
which puts serious strain on what can 
be achieved. Timed hits and timed 
defense are major factors once again, 
which was something seriously 
missing from Sticker Star. 

At first, 1 really enjoyed the setup, 
but the regular battles became sort of 
pointless over time. Color Splash is 
quite generous with money, which you 
can use at the Port Prisma Card Shop 
to stack your deck into an unbeatable 
arsenal. As you move along further 
into the quest, you'll notice that some 
of the cards you find will already be 
painted in. That removes the strain of 
paint management, making the expe- 
rience far easier as a result. The 
bosses remain hard-hitting encounters 
that always require a certain specific 
strategy with your cards. You will need 
to use Things (which are 3D objects 
like fans and fire extinguishers) in 
combination with other cards to 
overcome the Koopalings. 

Paper Mario: Color Splash was a 
party from beginning to end. There 
were annoyances that tested my 
patience, but the game brought the 
charm in droves. It's a stern reminder 
that Nintendo looks at mistakes they 
make and tries harder the next time 
around. This time, they won. - DAAN 


SECOND OPINION 
WORRIES UNWARRANTED 


I WAS WORRIED. 
| tried to play Paper Mario: Sticker Star. | did. | gave it an honest 
effort for a few hours, but then | came to а point where | was well and 

truly stuck - | had no idea where | was supposed to go or what І was 
supposed to do next, and after talking to every NPC in the game three 
times over I still had no clue. | popped out that little cartridge and 
never went back. 

So when Paper Mario: Color Splash was unceremoniously revealed 
with no fanfare whatsoever earlier this year, | wasn't excited for it. | 
assumed that it would be more of the same, just sized-up and HD-ified. 
| was worried that Nintendo wasn't going to learn from their mistake! 

I shouldn't have worried. Paper Mario: Color Splash is fantastic. 

It’s got a few problems of its own, granted. But the world Intelligent 
Systems has created here is just as vibrant as its subtitle suggests. The 
visuals pop in every environment, and the details in every single scene 
are just so obviously lovingly placed. | really do want to know whose 
job it was to sit around and play at folding paper to create the refer- 
ence models for all of the environmental objects in this game, because 
literally everything you see in the game is paper-built. You could fold it 
all yourself if you had the time! 

So the settings breathe a whole lot of life to the game, but it's the 
characters and their dialogue that truly make it shine. This game is 
funny! The localization team at the Treehouse has been getting a lot of 
hate in recent years, but wow are they at the top of their game on 
Prism Island. It's near-constant comedy from every character you 
encounter, and your comic-relief sidekick, Huey the Talking Paint Can, 
actually does provide comic relief! He's funny too! Why am I yelling! 

1 guess I'm excited because I've just been surprised all around by 
this game. There are plenty of times when video game fans get hyped 
up for a new game release and the final product ends up not living up 
to the lofty expectations placed upon it, but rare is an occasion of a 
game being largely dismissed ahead of its release and then turning out 
to be this good. Being pleasantly surprised is actually pleasant! 

1 do take issue with one thing, though: The battle system needed a 
bit more fine-tuning. Shuffling through all of your cards to arrive at the 
one or two or three you want to play in each round is time-consuming 
and tedious; it would have been nice to have just basic Jump and 
Hammer attacks to use by default, to be able to skip the extra steps in 
basic battles against low-level foes. And there's one game-breaking 
glitch that pops up from time to time, when Kamek swoops 
in and magically zaps all your cards into something 
totally unusable, so you're forced to fail a fight. 

One rough edge doesn't crumple this whole Paper 
project, though! If you were worried about this one, 
as | was, don't be. Try it! Be surprised! - LUCAS 


GETTING CONCEPTUAL 


NINTENDO KEEPS THE creation of its games such a hidden, secret 
thing that it's rare to ever be given any insight into that process. We've 
gotten some art books here and there over the years containing 
concept art for a few different games, and the old Iwata Asks inter- 
views provided a few glimpses behind the curtain. Truly uncommon, 
though, is a feature that's included in Paper Mario: Color Splash: an in- 
game concept art gallery! As you progress through Mario's quest, you'll 
eventually encounter a hidden museum that asks you to donate extra 
cards from your deck. If you do so, and if you donate enough, you'll 
unlock unique pieces of concept art, like the one seen above! Check out 
how the development team was playing around with different ideas for 
how to present Mario as being truly cut out of paper, with the jagged, 
sharp angles projecting off his body during action poses. And appar- 
ently his own paint wasn't always going to stay locked on his body, but 


rather flow freely off him? And that's just the insights of a single piece! NOVEMBER/DECEMBER 2016 1 5, 
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Slow Line at the Job Placement Office 


“WHAT DO YOU want to be when 
you grow upe" It’s a question asked of 
children often - and the kids who 
serve as the heroes in this adventure 
have plenty of time to ponder it before 
they have to make a decision. (About 
20 hours or so.) 

That's how long it takes to get to 
the point in this seriously lengthy 
quest where you can begin to take 
advantage of its job change system. I 
admit, | was taken aback - | was 
pouring in hours and hours, complet- 
ing quest after quest and seemingly 
seeing a lot of the game's storyline, 
but I just wasn't getting to what was 
supposed to be the centerpiece of the 
entire game design! All Nintendo's on- 
stage reps talked about during the E3 
stream this past June was the many 
different "vocations" you could choose 
from, and you'd think such a signifi- 
cant point of emphasis would present 
itself a little sooner than 20 hours in. 

But that's just how long of a game 
Dragon Quest VII is! This adventure is 
so epic, so enormously vast in its scale 
and scope, that it knows it can be 
patient with doling out its biggest, 
most pivotal moments. 

In fact, the realization that you 
haven't yet gotten to the job change 
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point of the story won't be the first 
thing on your mind when you set out 
on this quest's early hours. Rather, 
you'll be asking, "Where are the 
enemies?" There aren't any. Not at 
first! The story begins with our young 
heroes living in a kingdom at peace, so 
there aren't any roaming monsters to 
run into as you dash from place to 
place, seeking fortune and excitement. 

The battles only begin to kick in 
when your custom-nameable avatar 
and his best friend, Prince Kiefer, open 
up an ancient temple with a set of odd 
stone pedestals inside. Each one is 
meant to hold a map, but the maps 
have all been broken into pieces and 
scattered throughout the world. You 
piece together these maps one at a 
time, and when you complete one, you 
are then able to travel back in time to 
arrive on its pictured island at a point 
in its past. There - in ancient times, in 
unfamiliar surroundings - are where 
foes are first found. 

The battle system here is JRPG 
style in nearly its most basic form. You 
select attacks, spells or items from a 
menu for each hero, they all execute 
your chosen actions and then the 
enemies — if they're still standing - get 
to take their turn. It's mostly easy, and 
so much so that you can turn party 
members other than your main hero 


on auto-pilot if you choose, and you'll 
fare fine in 9096 of the fights you get 
into. One oddity, though, is that you 
can't target individual monsters if 
they're in a group of identical allies. 
So that set of Slimes you see above? In 
a fight like that, you can't specify that 
you want to attack the third one from 
the left, for example. It's a little thing, 
but it's annoying from time to time. 

Battles get more interesting and 
complex as the game progresses, of 
course, and really liven up once you 
get to that job change point and are 
able to begin pursuing the classes of 
your choice. There really are a ton of 
them! Most are what you'd expect to 
see, like Warrior and Mage and Bard. 
the standard role-playing options. But 
then there are some more unique and 
funnier choices, like the Jester and the 
Shepherd. The Shepherd's a personal 
favorite since every job change you 
select visually alters your characters' 
clothes, and Shepherds get all woolly 
and cute. Just look at how adorable 
Ruff is, riding his wolf in sheep's 
clothing! 

Starting from basic job classes, you 
can invest time and effort to master 
your skills and open up advanced 
vocations. Some higher-tier jobs offer 
incredibly powerful attacks and take a 
long time to access, but again, you'll 


have the time if you decide to go the 
distance and see this story through to 
the end - you could easily spend a full 
100 hours or more before getting to 
the end credits here. (Dragon Quest 
VII has to be the best bang-for-your- 
buck RPG on the 3DS. Each individual 
dollar you'd spend to buy it would 
earn you multiple hours of gameplay.) 

Will it hold your interest for that 
long, though? That's a tougher 
question to answer, as it will probably 
take a truly patient person to endure 
all the way to the end. It would help if 
the game felt more modern, I think. 
This is a remake of a 16-year-old RPG 
from the first PlayStation, and even 
this remake itself is three and a half 
years old, since it took so long for it to 
be translated and released here. And 
you can feel the age. Outdoor environ- 
ments flow freely and fluidly, but 
interior setpieces are blocky and right- 
angled, to the point where you can tell 
the maps where just shifted over from 
a game that was originally 2D. What's 
worse, there seem to be some odd 
graphical errors in some scenes, like 
walls that aren't entirely there! 

1 consider those points to be more 
quirks than real problems, though. If 
you're looking for a true value and 
have some patience, Dragon Quest VII 
is epic indeed. - LUCAS 


Toads оп а Roll 


| HAVE NO love for the Mario Party 
games. They embody everything about 
gaming that I don't enjoy. Skill isn't 
rewarded, with games often won by 
pure luck. They're creatively void, 
using clumsily animated assets from 
other games. Worst of all, they don't 
respect your time. For every 20 
seconds of activity, there's a minute of 
waiting around. This slow gameplay 
amplifies the other problems: Being 
beaten by lucky draw after dedicating 
over an hour to a game that was 
tedious after 10 minutes isn't fun, 
rewarding or fair. 

Some gamers don't mind a bit of 
luck, and enjoy the games despite 
what others see as fundamental 
problems. Nevertheless, Nintendo has 
tried to fix Mario Party in the past, like 
with the car in Mario Party 9 that sped 
the game up, but led to a raft of new 
complaints about the gameplay. 

So was surprised when | sat down 
with Mario Party: Star Rush. Here is a 
game that rewards skill without aban- 
doning luck. The presentation and 
controls have been vastly improved. 
Best of all, everything is really fast! 

Star Rush's main attraction is Toad 
Scramble. All four players are cast as 
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Toads, rolling their dice at the same 
time. Each turn is over in an instant. 
With the number you rolled, you can 
move anywhere on the stage grid, 
navigating stage hazards to reach the 
boss minigames before your oppo- 
nents. Stars are rewarded for high 
scores in the boss battles, with players 
who reach them first getting a head 
start while everyone else taps franti- 
cally in a race to join the game. 

Other Mario characters appear on 
the stage occasionally, and crossing 
their path recruits them as your ally. 
Each has a special ability, and can also 
boost your dice rolls. Allies show up in 
boss minigames to help increase your 
score, making some battles hilariously 
crowded affairs. Other players can 
steal allies if they land on the same 
spot as you and win a short minigame, 
while popping special balloons also 
provides an opportunity to nab an ally 
or start a Coin Challenge. 

These are all improvements to the 
board game portion. Moving around 
the board isn't just faster, but it's more 
tactical and engaging. You can block a 
friend's route to the boss using stage 
hazards, or divert from taking on the 
boss to stock up on allies or items who 
could help you win more stars later. 
You can recover from a setback in one 


or two turns, which keeps the whole 
game moving along nice and quickly 
for every player. 

Each game is over when all the 
bosses have been defeated, and all 
stars rescued - which doesn't take 
long, even on the harder levels. 
Additional stars are rewarded for 
every 10 coins you have remaining at 
the end, with bonus coins dished out 
for accomplishments during the game. 
I'm still no fan of losing due to 
randomly assigned bonuses, but it 
doesn't happen often, and it's not as 
daunting to try again. 

| haven't even mentioned the 
minigames, the beating heart of the 
Mario Party series. There are over 50 
minigames present in Star Rush, and 
all of them are wonderfully polished, 
relying on your skills as a player, with 
only one or two reliant on luck. The 
controls in every game are smooth 
and intuitive - | found myself subcon- 
sciously swapping between the Circle 
Pad, D-Pad and stylus for the different 
game styles, and they always worked 
exactly as expected. 

As you complete each game, you 
fill an experience bar that unlocks new 
modes and characters at each level. 

Coinathlon is, by far, my favorite 
mode. Players auto-run laps around a 
map, their position based on how 
many coins are collected in a non- 
stop series of single-player mini- 
games. 
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The addition of items to distract your 
opponent makes this fast, frantic and 
extremely fun. 

Balloon Bash is the mode for 
players who prefer classic Mario Party. 
The courses are linear, and players 
race to buy stars with coins earned in 
minigames at the end of each round. 

The rest of the unlockable games 
don't follow Mario Party rules, but 
offer several enjoyable distractions. 
There's a rhythm-action game. A 
Match-3 puzzler. A parlor-style game 
with tactical dice rolls, a logic-testing 
tower-climbing challenge and more! 

Mario Party: Star Rush is far and 
away the most fun I’ve had with a 
Mario Party game. Ever. If you're not a 
fan of the series, this could be the 
game that brings you on board. 
Nintendo took a chance on rewriting 
all the rules, and for the first time in a 
very long time, the dice has rolled in 
their favor. - MARK 
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Decades Under the 


IT'S ONLY IN recent years that I’ve 
gotten into the Shin Megami Tensei 
series. With games like Devil Survivor 
2 Record Breaker and Soul Hackers, I 
was presented with stories that delved 
down deep into the dark. My first real 
foray into these games was the 
original Shin Megami Tensei IV, which 1 
put an incredible amount of time into. 
It had rewarding story arcs that 
brought themes like conflict and 
morality to the forefront, and that 
kept me going until its conclusion. 
Better yet was the gameplay: It had 
classic turn-based battles with third- 
person exploration on the side. The 
whole experience was a near-perfect 
one in my book. 

The follow-up, named Shin Megami 
Tensei IV: Apocalypse, states that it's 
OK if you haven't played the original - 
but that works only to a certain 
degree, as you're presented with beats 
from the first game. Flynn, the star of 
the previous entry, has achieved a leg- 
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endary status in this world – and that 
will be instantly clear to you. That 
being said, | felt too lost at other inter- 
vals as Apocalypse doesn't try to 
explain what happened during Flynn's 
quest in detail. If you haven't played 
the original (or haven't played it in a 
while), I'd recommend picking it up on 
the cheap or at least reading a story 
overview before digging in here. 
Thankfully, there are large chunks 
where you don't have to think about 
Flynn. Apocalypse follows the brand- 
new character Nanashi, a hunter who's 
trying to survive in a destroyed Tokyo. 
That doesn't go very well, though - 
our new friend gets killed in the first 
hour. He quickly turns to the demon 
Dagda who agrees to revive him, but 
only if Nanashi becomes his puppet. 
He becomes a Godslayer, capable of 
recruiting demons to join his side and 
destroying everything in his path. 
Together with new friends along the 
way, Nanashi tries to find the truth 
about the war of the gods. 
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While playing Apocalypse, | was 
often left with a feeling of déjà vu. The 
setting of a nearly destroyed Tokyo is 
a sight to be seen, but nothing new for 
players of the first SMT IV. The map 
gives you better information overall 
than the first game's, though, which 
makes navigating these familiar envi- 
ronments easier. Hardcore fans will 
easily find many changes to the inter- 
face, in fact, and how to approach the 
action - the gameplay feels quicker, 
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and that's why I just couldn't put the 
game down. The hours would fly by 
without a hitch! 

It helps that the Shin Megami 
Tensei franchise has some of the best 
mechanics in the RPG genre. One 
aspect that 1 always look forward to is 
chatting it up with the demons - these 
conversations are always written in 
witty ways that make me laugh out 
loud. And it's important to listen to 
them, too, because talking with them 
is how you convince them to join you! 
With over 400 demons to meet, 
here are plenty of opportunities to 
chat. Sadly, SMT IV veterans will see 
that a lot of them come straight out of 
he last game. While that's a major 
ummer, all of them have original 
abilities that make them worth collect- 
ing, even if you've seen them before. 

The turn-based bouts are just as 
good as in the original game. Nanashi 
and three demons enter each fray, and 
it's up to you make the best strategic 
decisions possible — choosing attacks 
and abilities from menus in classic 
RPG fashion. You'll have to take 
various elements and weapon types 
into account to survive. And if you 
make a single misstep, it usually ends 
with one of your party members 
brutally losing its life! What makes 
SMT IV and this sequel so special is 
the Press System option, allowing you 
additional turns for making brilliant 
moves. It's your job to use the system 
to the fullest, as your opponents will 
stop at nothing to make you suffer! 

While Shin Megami Tensei IV: 
Apocalypse gave me déjà vu more 
than once, it has an intriguing story 
with plenty of twists and turns that 
kept me on the edge of my seat. 
All the good stuff from the 

original is here, with plenty 
of tweaks that make this 
journey better than the 
first. For RPG lovers, 
Apocalypse is a recom- 
mended purchase! - DAAN 
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Kensuke Kurosaki 


Ayuni 
Shinozaki 
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This Party’s Dead 


I THOUGHT NOTHING could top 
Zero Time Dilemma in terms of sheer 
brutality ... until | played Corpse 
Party. 

Sure, both games have their fair 
share of grisly deaths and disturbing 
traps, but Zero Il was merciful - he 
left food and water for the Decision 
Game players. The same cannot be 
said for Heavenly Host Elementary 
School, which is a living nightmare 
that a group of students and their 
teacher find themselves trapped in 
when a "let's be friends forever" ritual 
in honor of a departing group member 
goes awry. Surrounding them are the 
remains of others that have been 
taken, along with their dire warnings 
and last messages to friends and loved 
ones, as many of them succumbed to 
injury, hunger or thirst. As time passes 
within the suffocating halls, friend- 
ships of many years are tested, the 
darkness hiding in the depths of each 
friends' personality emerges and the 
question is raised: Which is more dan- 
gerous, the school... or their peers? 

Corpse Party's visual appeal lies in 
its 16-bit retro graphics, which are a 
call back to the original version that 
was produced with RPG Maker. (If 
you're familiar with that software, 
you'll recognize a lot of the same 
mechanics and features.) The sprites 
and backgrounds are well crafted, and 
there are lots of details in the environ- 
ment, from rubble-strewn classrooms 
to human remains littering the school 
in varying degrees of decay. The char- 
acters all have fairly unique portraits 
and designs, but there were times 
when it was difficult for me to tell 
Naomi and Seiko apart due to their 
similar hair color and style. 

Another issue I had with the inter- 
face was the game's font – while | was 
able to read it fine during gameplay, it 
gets smaller and harder to read when 
reviewing messages in the Backlog 
menu. 

There's only Japanese voice acting 
to be heard, but all of the dialogue 
within the main story is fully voiced – 
including anguished screams and wails 
of despair, which will make your hair 
stand on end. There's also some 
impressive 3D audio effects as well, so 
be sure to play this with a good pair of 
headphones as much as possible. 


MARVELOUS USA & XSEED GAMES 


The best way I can describe the 
overall package is as an upgraded 
point-and-click adventure game/visual 
novel. You're able to move around 
fairly freely with either the Circle Pad 
or D-Pad and investigate interesting 
spots by pressing A for information or 
tools. 

However, be prepared to do a lot of 
aimless wandering in hopes of making 
progress in each chapter. Playing 
through a chapter to proper comple- 
tion depends on accomplishing tasks 
in the right order: | found a lever to 
raise part of a collapsed floor in one 
chapter, but little did | know that acti- 
vating it too early ended up setting off 
a death trap that would ultimately 
claim both characters in my party for 
a Wrong End! 

There are several Wrong Ends to 
encounter per chapter, and they're 
sometimes triggered by even the most 
innocuous of tasks - but seeing them 
can also lead to unlocking one of the 
Extra Chapters, some of which are 
exclusive to this version of the game. 

Even with all the Wrong Ends, the 
story is still fairly linear, and if you're 
expecting branching storylines like the 
ones in the Zero Escape series, it'll 
take some getting used to when you 
realize that some of the choices you're 
given have little to no consequence on 
the story as a whole. 

What sets Corpse Party apart is its 
realism — while there are some light- 
hearted moments, there's no out of 
place gallows humor, and the story 
does an excellent job at putting you 
into the students' shoes as they 
struggle to survive, portraying their 
feelings as the school and its captives 
wreak havoc on their psyches (and, in 
many cases, their bodily functions). 

If you're a fan of horror - especially 
psychological horror - then this is a 
party you'll want an invitation to. Turn 
down the lights, plug your headphones 
in and prepare yourself for pure bru- 
tality! - REBECCA 
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Create or Crash 


SKYLANDERS IMAGINATORS 


STRAIGHT UP FRONT: If you've ever 
played a Skylanders game before, 
then you pretty much know the base 
of what you're getting into here, from 
the vivid and cartoony graphics to the 
professional (and also cartoony) voice 
acting, down to the sort of 3D Gauntlet 
or Diablo-for-kids style of gameplay. If 
you've never tried it, it's all good stuff, 
and definitely worth picking up an 
installment to see what it's all about. 

With that out of the way, | want to 
focus on what sets the new Skylanders 
Imaginators apart from its predeces- 
sors. The original ushered in the Toys 
to Life genre that would be followed 
by the likes of Disney Infinity, LEGO 
Dimensions and, to some degree, 
amiibo. Skylanders Giants introduced 
bigger figures, Trap Team allowed you 
to capture and reform villains and 
SuperChargers brought land, sea and 
air vehicles into the mix. 

What Imaginators does different is 
that it allows you to make a Skylander 
character of your very own. Using a 
Creation Crystal (of which there are 
over 30 to collect, featuring numerous 
different "elements" from Fire and Air 
to Light, Tech and Undead), you'll 
choose a character class and then go 
through the process of creating a 
character. This includes choosing body 
parts like their head, torso, arms, legs, 
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tail, backpack (including wings), 
voices, voice effects and even an aura. 
You'll also be able to choose different 
weapons and gear, catchphrases 
(beginning and end), color schemes 
and more. 

It's fairly robust, though maybe not 
as much as, say, creating a wrestler in 
a WWE game. You can adjust things 
like height or how big your character's 
head is on their body, but you're not 
able to choose things like nose size or 
the like. Nonetheless, it's quite impres- 
sive, especially considering how there 
isn't a lot of competition in this genre 
for this level of customization to be 
really necessary. 

What might dampen enthusiasm a 
little bit is that there's a decent chance 
you may not be able to build your 
dream Skylander from the start. 
Selection at the outset is fairly limited 
(there weren't really any dragon parts 
to choose from at the start, for 
instance, so | had to consider some- 
thing else), but loot drops make up a 
huge part of the playing experience. 
No matter where you go and no 
matter what you do, you'll be gaining 
new parts to equip all the time, many 
of which boast stat-boosting powers. 

Find a chest? Get a part. Beat a 
Doomlander boss (Kaos' equivalent of 
Imaginators)? Get a part. Turn on the 
radio? Get a part. Scan a Sensei 
figure? Get a part. There's even an 
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in-game shop where you can get more 
parts! AII in all, it's pretty cool, and 
those who keep at the game will end 
up spoiled for choice with all the dif- 
ferent Skylanders they can make. 

If | have one criticism of all this, it's 
that choosing your character's battle 
class is noted as a "final decision." In 
other words, no backsies; once you 
choose to be a Knight, a Sentinel, a 
Bazooker or whatever, that's that. 
Don't know what a "Bazooker" is, or 
how they play? That's too bad. You'll 
get a brief video that gives you some 
idea, but unless you're already 
familiar with the different classes from 
previous games, you'll just have to 
make a choice based on blind faith 
and whatever seems good. You can 
strip down most everything else 
you've chosen to the Creation Crystal's 
core, but the class (and the element of 
the crystal) remain forevermore. 

Suffice to say, trying to determine 
the right class for you through experi- 
mentation would be an expensive 


a 


prospect, whether by getting more 
crystals or more Senseis to demon- 
strate. This could be bad news for 
those with tighter budgets (and maybe 
indecisive children). 

That aside, the game is a joy even 
without engaging in the Imaginators 
part. You have a fleshed-out adven- 
ture compatible with all new and past 
Skylanders, complete with a variety of 
in-game minigames and even the 
return of SuperChargers’ race courses. 

One final selling point is that big 
bandicoot below. Crash Bandicoot, 
long more associated with PlayStation 
systems, is fully playable on Wii U if 
you're able to snag his Skylander 
figure. The only problem is that it's not 
being sold separately yet! Just in Sony 
bundles. Patience (or deep pockets) 
will be required to recruit the 'coot. 

There's really no wrong choice to 
make in Skylanders Imaginators. Just 
be careful in making sure the choice 
you make is right for you! - DAVID 


MEET THE SENSEIS 


Just as past Skylanders sequels have introduced new kinds of characters, so too does Imaginators! The Senseis are incredibly ASK TH Е 
powerful warriors who explore the farthest reaches of the Skylands - but they've been called back home to train new heroes! FORCE 


IF YOU WEREA 
SKYLANDERS 
SENSEI, WHICH 
ELEMENT WOULD 
YOU REPRESENT? 


m = =rzr3l 


CHRIS 


= : Fire. | can be hot-headed 
DR. NEO CORTEX KAOS GOLDEN QUEEN gris r paj 
Guest star Crash Bandicoot is a Life 


side with offensive- 
This version of Kaos is a clone of the 


The glittering villainess of Skylanders: based playstyles. Plus, 
Brawler Sensei, and he's not cameoing Dark Portal Master himself, but he's Trap Team returns, this time agreeing Hammer Slam Bowser is 
alone — his arch-enemy Dr. Neo Cortex defected to join the good guys! He's a to serve as a Sensei and instruct a Fire Skylander! 
is a Tech Sorcerer Sensei! master of all Battle Classes, too. 


students in the ways of Sorcery. 


REBECCA 
Light! For Great Justice! 


AMBUSH KING PEN 


A Life Knight Sensei, Ambush is the 


BARBELLA 


BRETT 
You won't have to make a separate Barbella is an Earth Sensei who trains Undead, because that's 
teacher you should select if you're purchase to bring home this Brawler Imaginators of the Sentinel Battle how | feel in the 
inclined toward an appreciation of Sensei, as he's included in each of the Class. She's also the most intimidating morning. 
nature. He's a forest fighter! Imaginators Starter Packs! weightlifter at her local gym! 
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represent Water, Earth, 
Fire and Air. 
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The shortest, cutest Undead ghoul 


WOLFGANG 


A Fire Sentinel and Sensei, Ember is a Like the Golden Queen, we first 
you'll ever see, Chopscotch’s small master of dual-blade attacks. She's 


encountered Wolfgang as a villain 
size doesn't keep her from serving as better than Darth Maul! (Do kids still back in Trap Team. Now, he's a teacher JONATHAN 
a Smasher Battle Class Sensei. know about Darth Maul?) of the Bowslinger Class! Captain Planet was 
Water, Earth, Fire, Air 
and Heart. He was also 
Don Cheadle. So I'll take 
that one, please. 
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Yet another reformed villain (there 


f where I'd end up. And I 
There are many other Senseis we need to get a life 
Smasher Sensei. Seems sensible, are a lot of them!), Dr. Crankcase has couldn't fit on this page, but we anyway... 
seeing as how he'd be a walking force turned over a new leaf and become a decided to end with Starcast, a Dark- 
of destruction even without a weapon! 


Sensei for the Quickshot Class. elemental Ninja Battler from space! 


Extra Time Invested 
SONIC BOOM: FIRE & ICE 


WHEN IT CAME time to review 
Sonic Boom: Fire & Ice, | felt a sense of 
both anticipation and dread. The first 
Sonic Boom game, Rise of Lyric for Wii 
U, has become notorious for being one 
of the worst games in the franchise. 
And its 3DS counterpart, Shattered 
Crystal, fared only a little better — 
hence the decision to make this game 
a sequel to that one instead of its 
console big brother. 

Also concerning was the fact that 
Fire & Ice was meant to be released 
around this time last year, coinciding 
with a Hardee's/Carl's Jr. Kids Meal 
promotion, but was instead delayed to 
ensure a higher level of quality. This 
was a fairly monumental move by 
SEGA, who decades ago released Sonic 
the Hedgehog 3 as effectively half a 
game in order to meet the schedule of 
a McDonald's Happy Meal promotion. 
Even so, hands-on impressions after 
the delay at various events in the 
interim tended to be lukewarm toward 
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the title, and the fact we couldn't even 
get a review copy from SEGA them- 
selves only added to the worry. 

As it turns out, all that worrying 
was for nothing: Sonic Boom: Fire & 
Ice is a good game. 

Mind, it's not a "fantastic" game or 
"terrific" game, and heck, even calling 
it a "great" game might be pushing 
things a bit. But it is by no means a 
bad game. In fact, I found playing it to 
be quite a comfortable experience. 

Platformers are probably my 
favorite type of game above all others, 
and as you might expect from a 2D- 
styled Sonic game, that's what the 
bulk of Fire & Ice consists of. It's not 
quite the same as the classic Genesis 
titles, but it really doesn't seem meant 
to be. Instead, it marches more to the 
beat of its own drum, periodically 
having Sonic, Tails, Knuckles, Sticks or 
the now-playable Amy moving along 
and gathering rings, occasionally 
hitting Boost Pads for a burst of 
speed. These either lead to portions 
which play in a more automated 
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fashion, or obstacle-type segments 
where you must leap over spikes, bash 
Badniks, use your grappling Enerbeam 
to swing along and deal with water 
blocks. 

The water blocks are where the 
elemental subtitle comes from, as 
Sonic and crew can switch between 
using fire and ice elements to either 
melt ice blocks to get through or 
freeze water to form platforms. 
Despite being the game's namesake, 
their inclusion feels almost humble, 
and it meshes into the rhythm of 
things, rather than feeling forced. 

Developer Sanzaru Games seems to 
have taken criticisms of Shattered 
Crystal to heart — or at least one big 
one. Many players lamented the back- 
tracking required in that game, but I 
didn't experience that here. You'll 
occasionally find forks in the road 
which lead to collectibles, their paths 
typically leading you back around to 
where you initially broke off — so you 
can choose to either explore a bit, or 
just keep on heading for the goal. 

For the most part, the platforming 
is fairly easy. And the bosses - who 
interestingly enough more often tend 
to pop up in the middle of a world 
than at the end - are fun and interest- 
ing. 


Each world has several optional 
stages for gathering equally optional 
collectibles as well, and add a little bit 
of punch to the challenge - while 
breaking up the gameplay with sub- 
marine action, blasting chunks of ice 
in Tails’ hovercraft before time runs 
out or even zipping through long 
raceways (which aren't entirely unlike 
Sonic 2's ever-popular halfpipe bonus 
stages). The only required ones are 
races against Eggman's robots, which 
are more of a close variant of the plat- 
forming stages anyway. 

The plot, complete with cutscenes 
and voice acting, fits right in with the 
TV show on which the whole thing is 
based. And in truth, it was probably 
made with a younger audience - those 
who watch the cartoon and buy the 
toys and ate those Kids Meals last year 
- in mind, rather than those who have 
been with Sonic the last 25 years. They 
should have a blast. But that doesn't 
mean older fans can't have a good 
time, too! - DAVID 
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capable of fulfilling in a satisfactory fashion. Even a seemingly large budget of $4,000,000 can be a 
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They kind of owe us, because this mess they left behind feels like an amateur effort. - TONY 
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МЕ: First up, it seems like Serebii.net 
has been around since the dawn of 
time. How long ago did you actually 
launch the site, and what was your 
motivation for making it in the first 
place? 

It 
launched back in October 1999, a 
massive 17 years ago. | can't 
remember the exact motivation for 
doing it, but it really was just some- 
thing that | noodled around with back 
during lunchtime at school. Making 
your own website was a thing back 
then due to a variety of resources such 
as GeoCities, and so it began there. 
Through the WYSIWYG editor there, | 
then reverse-engineered it and 
learned HTML in the process, turning 
it into a pseudo-school project. 


"Serebii" is the Japanese name for 
Celebi, the Psychic/Grass Mythical 
Pokémon first seen in Pokémon Gold 
and Silver. Why did you pick that 
Pokémon in particular to be your 
mascot? And why use its Japanese 
name? 

Back in late 1999 and early 2000, 
when the site was starting to find its 
feet, Celebi had just been found in the 
game and was the special Mythical 
Pokémon, the "Mew" of Generation II, 
as it were. Back then, all the sites were 


typically named something akin to 
either the starter Pokémon of 
Generation І, or Mew and Mewtwo. 
Celebi was also the Time Travel 
Pokémon, and I have always had a 
penchant for time travel in the fiction I 
consume, so it felt truly fitting. 

As for its Japanese name, that's 
more due to time-based factors. When 
| chose Celebi as the mascot for the 
site, we only had its Japanese name 
and it always stuck with me, and 
helped make the site have a more 
unique feature rather than just being a 
portmanteau of a Pokémon name and 
another word. 


Back when you first started the site, 
the Pokémon franchise was young - 
only a few games were out, the 
anime was just getting started, etc. 
How have you kept up with covering 
the brand as it has expanded over 
the years? How many different web 
pages have you had to create to 
cover everything? 

It's been a bit weird. Back when I first 
started, | wasn't dedicated. It was just 
a site of cool stuff that happened to 
exist, and then as I started playing 
through the newer games, I started 
documenting it – and then | ended up 
making friends across the globe 
through other sites, and as the site 


expanded. It really helped that I 
managed to find my own niche. Back 
when I started, aside from the massive 
stuff, no other website actually posted 
about things as they happened in 
Japan, and so I started focusing on 
that, with help from a friend who lived 
in Japan. It's weird to think of the 
community back then, seeing as 
nowadays practically every site posts 
about news that comes from Japan. 

Since then, and as the site got more 
popular, it has required an increasing 
amount of time and dedication to 
make sure it's fast with news and 
content when games come out. As for 
the amount of actual pages? I daren't 
guess - but І wouldn't be surprised to 
place it in the hundreds of thousands 
by now. 


Since Pokémon has become so far- 
reaching and diverse, you must have 
a favorite area of the fandom to 
cover on your site. So what's the 
pinnacle of Pokémon for you? The 
competitive battling scene? The 
trading card game? The Japan-only 
arcade games that use little plastic 
pucks? 

That's a really hard thing to answer. I 
love competitive battling. It's some- 
thing I’ve especially got into more the 
past few years, even competing at the 
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National Championships here in the 
UK the past few years, although I try 
to go in with unusual stuff to see how 
well that does rather than go in for the 
win. Covering the main games is 
always fun, albeit ridiculously stress- 
ful, especially now that launches are 
worldwide. 
It'd have to be covering the spin-off 
titles. These games show different 
aspects of the Pokémon franchise and 
they're done so well, especially in the 
past five years where we have seen a 
ridiculously eclectic mix of spin-off 
titles, such as Detective Pikachu, 
Pokkén Tournament and even 
Pokémon Typing Adventure. They give 
me a lot of variety in the things to do 
on the site, which stops it from 
becoming stagnated and repetitive. 
While nothing will beat my love for the 
main series Pokémon games, the 
spin-off titles have been brilliant. 


We're nearing the end of 2016, and 
this year has marked the 20th anni- 
versary of the Pokémon franchise. 
What are your thoughts on the mile- 
stone? 

20 years is really a lot of time. It's 
stunning, really. In the 20 years since 
Pokémon has existed, there are now 
adults that weren't even born when 
Pokémon was first introduced. There 
are children and teenagers who exist 
due to their parents meeting due to 
Pokémon, and that is absolutely 
incredible. They've been celebrating it 
masterfully all year, too! Rather than 
just focusing on the actual day (that 
came and went back in February) and 
saying "Yay, we're 20," they've been 
pushing content every month with the 
Mythical distributions, and even the 
recent Pokémon Generations anime 
shorts online. They've done amazingly 
well in celebrating Pokémon. 


After several generations of the 
series' main games keeping the same 
general structure of winning Gym 
Badges on your way to challenge the 
Elite Four, Sun & Moon look to be 
mixing things up quite a bit - and not 
just with the Island Challenge. What 
do you think about the different 
breaks from tradition that have been 
announced for Generation VII? Alola 
Forms? Z-Moves? Ultra Beasts? 

The changes to the game are some- 
thing that | know many people have 
found necessary. Whenever a new 
Pokémon game has been announced 
in the past, there have always been 
snide comments like "Oh, it's just eight 
Badges then a league" about it. By 
changing it up, it can make the series 
seem fresh without the need for a 
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pointless reboot. 

Alola Forms are also another way 
to keep old Pokémon relevant. As the 
years have gone on, older Pokémon 
have fallen a bit to the wayside due to 
a power creep. Mega Evolution has 
helped counter this so that some older 
monsters are given new relevance, 
and the Alola Forms seem set to 
continue this. It's also a nice thing to 
introduce here, since in nature, some 
animals evolved slightly differently 
due to the isolated nature of Hawaii. 

Z-Moves are also set to completely 
change how we go about competitive 
battles, too. It's just all so exciting! 


You mentioned earlier that you've 
been involved in the competitive 
battling scene yourself. Which lineup 
of Pokémon did you use in your most 
recent competition? How far did you 
advance with that team? 

This year wasn't really the best year 
for me competitively. | haven't really 
been keeping up with the format, as it 
hasn't been one that I’ve enjoyed so 
much compared to last year and the 
year before. This year, it allowed for 
players to have two Legendary 
Pokémon on their team, which caused 
a massive shift in how the battles ran. 
As the Legends are hard to get with 
decent stats/natures, you needed to 
have a good one, and needed to use 
Primal Groudon and Kyogre, which 
limited me a bit due to how I prefer to 
play competitively. 

My favorite team I’ve used was in 
2014 and 2015, when I used Sableye 
and Gengar as the leads to get Gravity 
to lower evasion, Hypnosis on the 
opponents and Confuse Ray from the 
Sableye, trapping them with Mega 
Gengar's Shadow Tag so their 
Pokémon were asleep, confused and 
couldn't switch out. It's a very 
annoying team to face, but relied on 
the random generator to work right. 
So while it didn't work always, it got 
me a solid 4-5 at UK Nationals. Not 
ideal, but that's the way I prefer to 
play, to find something unique and see 
how that works. I’m not in it to win. 


Are there any new Pokémon or Alola 
Forms being introduced in Sun & 
Moon that you're eager to get your 
hands on to be able to place on a new 
competitive team? 

There's quite a lot about the competi- 
tive scene that looks to be fascinating 
with Sun & Moon. Most of the new 
Pokémon have been given some 
unique abilities or moves that are fas- 
cinating competitively, such as 
Oranguru's Instruct move which lets 
its target use the same move it just 


used all over again; Bruxish, which is 
protected against any priority move; 
or Mimikyu, which essentially has an 
automatic Substitute. There's just so 
much that I want to test out! This is 
going to make a very interesting 
metagame, especially with the first 
official competition for them, the 
London International Championships, 
being just two and a half weeks after 
the game's launch. I'm not going to 
have much time to work things out! 
There's also the cool feature where 
you can make your own Global Link 
competitions and have people scan a 
QR Code to get the details. This poten- 
tially could be huge, and means I'll be 
able to set up special Serebii competi- 
tions. 


In this issue, we're discussing games 
that are made available in different 
versions - with Pokémon being the 
standard-bearer of that practice, 
since new mainstream games (and 
even some of the spin-offs) always 
ship in pairs. What do you think 
about each generation always being 
made available in two or more differ- 
ent flavors? 

| know a lot of people come with the 
cynical view that it's just a money- 
grabbing ploy, but | actually really 
appreciate the concept behind it, at 
least for the main Pokemon games. It’s 
not the intent for people to get both 
versions, but rather to encourage the 
social aspects of Pokemon that made 
Pokemon such a huge hit in the first 
place. By having different Pokemon 
exclusive to each version, it encour- 
ages trades and gets people talking 
and playing together, away from 
headsets and online play. That is 
something that hasn’t really been rep- 
licated by any other developer or pub- 
lisher in the industry. 


What are your thoughts on the 
sudden, massive mainstream success 
of Pokémon GO that we witnessed 
take hold worldwide just recently? 

| think it’s fantastic. While Pokemon 
has been ridiculously popular even 
through what many consider the "off" 
years, there’s been a slight 
decline in Pokémon's 
popularity, and the fact 
that Pokémon GO has 
been downloaded over 
500 million times is 

just phenomenal. 


It's brought interest back into 
Pokémon. | admit | was hugely skepti- 
cal about Pokémon GO from its 
announcement, but the way it has 
brought Pokemon back to the fore- 
front of the public consciousness is 
incredible for the franchise and should 
reflect well in Pokémon Sun & Moon. | 
just hope that Niantic can keep the 
momentum for GO going on. 


I have a feeling that if | asked you 
about your favorite Pokemon of all 
time, the answer would be pretty 
obvious. So how about the worst 
one? Which of the 800+ Pocket 
Monsters is just the absolute lowest 
on the totem pole, for you? 

There is one, and | have absolutely no 
reason for it. | just don’t like it. It’s 
Grumpig, the Psychic-type pig 
Pokemon from Ruby and Sapphire. 
Back when Generation III came out, | 
wasn't generally happy with the new 
Pokémon that debuted, and Grumpig 
just felt like the personification of 
that. I’ve come to love the vast 
majority of Generation III Pokémon, 
however. 


What's in store for the future of 
Serebii.net? You've been running it 
pretty much all by yourself for 
almost two decades, correct? Will 
you keep on rolling with it through 
the 8th, 9th, 27th generations of the 
series, or do you see yourself passing 
the torch or hanging up your hat at 
some point in the future? 

That's a good question. I've been 
running it for 17 years practically by 
myself. (Just with some help in the 
Manga and Competitive areas. And 
with Japanese translation. And some 
other help here and there!) 


Many would undoubtedly want to 
just stop, but I'm not one of them. I 
intend to fully continue forward with 
the usual level of detail and care as 1 
have done the past decade or so. | 
made a pledge to myself that I will 
keep doing it until I stop enjoying 
doing it, and I just don't see that hap- 
pening. If anything, | enjoy doing it 
even more now than | did five years 
ago! 


If Nintendo, The Pokémon Company, 
Game Freak, Creatures and all those 
other companies that have a say in 
the matter decided to let you take 
full control over the creation of the 
next Pokémon game, what kind of 
game would you have them make, 
and why? (Or, more simply I suppose, 
what's your dream Pokémon game?) 
Ha, tricky question. | wouldn't dare 
touch any of the main series games. 
What I'd like is for them to continue to 
make intriguing new spin-offs. There 
was a period where we were just 
having a rotation of the same spin-offs 
year after year, but they've since 
changed that up and I'm really happy 
with that. What І would like to see 
them try to do is redo the Pokémon 
Dash concept. Pokemon Dash was a 
game that had a great idea, but the 
execution just didn't work. If they did 
one that was set out akin to the timed 
races/trials in PokéPark Wii: Pikachu's 
Adventure, and then they added multi- 
player, that could potentially be a fan- 
tastic party game. 


Finally, if you could have any super 
power, what would it be and why? 
Mastery of time and space, like Hiro 
Nakamura. The Hiro from Heroes, not 
the one who works at Nintendo. 
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Choosing between Sun and Moon may be a challenge, but the decision's only half as tough as back in the 


, 
СЕМ PS FOUR series’ earliest days - the first generation of Pokémon had four different versions! Red and Green were the 
VERSIONS pair that launched the brand in Japan, and their breakout success led to the creation of a third version, 
POKEMON GREEN, Blue, that upgraded the monster graphics a bit. The Western launch used the Red and Blue names, but 


RED, ie y pA retained the original Red/Green pairing's distribution of exclusive creatures. And then there was Yellow, 


which remixed things one more time to make it all more in line with the Pokémon anime! 


THE HISTORY OF 


Pokémon pioneered the practice of partitioning products into paired packages, and soon other series followed suit! 


THE RELEASE OF Pokémon Sun & Moon will mark And it totally worked! You'd think that a totally roster of available monsters, but a few of the sequels 
the seventh time the series has split its mainline unproven new RPG series would have to get a few over the years have dared to go a little deeper. In the 
sequels into two (or more) pieces. The practice dates installments under its belt before it would be allowed Generation III games, Ruby & Sapphire, the evil Team 
back to the brand's beginnings, as the developers to launch two different games on the same day, but you fought against was different depending which 
wanted to inspire players to make use of the Link Nintendo had a ton of faith in Pokémon from the version you played - Ruby had Team Magma, while 
Cable trading feature to connect two Game Boys and start. It was well-placed faith, as we now know. Sapphire starred Team Aqua. In Generation V, there 
swap monsters with one another. They figured they'd Because the idea to ship two versions of the first was a major geographical change, as there was a city 
be more likely to do that if they divided the Pokédex game paid off so well, the practice was retained for in one spot if you were playing Pokémon Black, but 
and made some creatures catchable in one version of every future sequel - and some have even gotten that same spot had a forest in Pokémon White! Small 
the game, then held back the rest to only be found in third versions, too! For the most part, Pokémon tweaks like that have a lot of impact, so it's no 

the second, companion version. It was a wild idea. games' paired versions differ from one another in the wonder other series have copied the idea! - LUCAS 


BOMBERMAN Jesi Ира лит) 7 ha " 
The flattery by imitation began a few years after the first Pokémon wl Вт) 


games launched in Japan, and oddly enough it wasn’t another monster- a А ПЕЛЕ 
catching series that was the first out of the gates with aping the twin S А - 
version idea. It was Bomberman! Yes, the good old arcade action series 
Bomberman, known at this point in time primarily for being a great 
four-person multiplayer series on the Super NES (and Super Famicom). 
Hudson Soft was trying hard to make Bomberman into a more versatile 
and more mainstream hero in the late ’90s and early "005, though, so 
they took his next Game Boy Color release and infused it with 
"Charaboms" — pure Pokémon knock-offs, separated out so that some 
were in a Blue version and the others were in a Red box. Hmm... 


THE LEGEND OF ZELDA 


Nintendo next tried to replicate Pokémon's split version success with a 
pair of portable Legend of Zeldas. Oracle of Seasons and Oracle of 
Ages, though, were nowhere close to being in the same category of 

separation as Pokemon - these two titles were entirely different! The 


only commonality was their visuals (based on Link's Awakening), and 
the fact that both were developed by Capcom's Flagship studio. Oracle 
of Seasons was a tale of time manipulation in which you gained the 
power to instantly shift the land around you into Spring, Summer, Fall 
and Winter. Oracle of Ages, meanwhile, was a time travel tale that let 
Link leap between past and present. Both games can be enjoyed sepa- Я af 


rately, but playing both of them is recommended! They’re superb. PLAY BOPI FOR. ТИЕ 


LAY FOR TI 
ULTIMATE ADVENTURE! 


s) DRAGON QUEST MONSTERS 


5 Enix - in some of their final days before merging with Square to 
: become the Square Enix we know today - looked at Pokémon's success 
and decided to merge it with their own super-popular RPG series in 
Japan, Dragon Quest. (They were really into mergers at the time.) The 
first Dragon Warriors Monsters had launched on the Game Boy quickly 
after the first Pokémon games, and sought to make Dragon Quest's 
already sizeable cast of creatures catchable. That game found success, 
so Dragon Quest Monsters 2 took things one step further and cloned 
Pokémon's gameplay and its version-splitting release strategy. You 
could pick to play either Cobi's Journey or Tara's Adventure, giving you 
a different lead character and different set of monsters in each! 


MEDABOTS 


Bomberman, The Legend of Zelda and Dragon Quest were all well- 
established series long before Pokémon came along, so it's hard to find 
much fault in them for just taking a page out of the late "905" most 
popular new playbook and applying it to their on-going brands. Some 
series, though, owe their entire concept and existence to Pokémon's 
popularity! We could regale you with tales of Monster Rancher and 
Digimon, but their games have largely lived on non-Nintendo plat- 
forms. Medabots, though? It's appeared exclusively on the Big N's 
machines. Its popularity came and went quickly in the West (we got the 
paired Metabee and Rokusho games pictured here in 2003), but the 
series is still going strong in Japan! Medabots 9 hit 3DS last year! 


Y СТ MEGA MAN BATTLE NETWORK 


J) Mega Man is another brand that didn't need Pokémon's help to get off 
= the ground, but Capcom - whose Flagship studio developed the paired 
Oracle of Seasons and Oracle of Ages, remember - took the trend and 
applied it to their Blue Bomber just in time for his series' 15th birthday. 

Mega Man Battle Network 3 launched with both a Blue version and a 

White version (which I, as a University of Kentucky alum, can appreci- 
ate as a paired color scheme), but they certainly didn't expend a lot of 
effort in designing these boxarts, did they? MegaMan.EXE, same pose, 
mirrored. Change the background color. Done! The version differences 

are minor in-game, too, which shouldn't be surprising since Japan's 

release actually wasn't split! It was only split in two for the West! 


DECERTICONS 


TRANSFORMERS | iororemes 


We're fast approaching the 10-year anniversary of Michael 
Bay's big live-action reimagining of Transformers for the big 
screen, and | don't know if you can really recall, but that first 
movie launch was a pretty epic event. It totally reinvigorated 
the Transformers brand overall, and it's no wonder that the 
video game industry jumped back on board with the bots too. 

Transformers needed no arbitrary separation into "Red vs. 
Blue" or anything like that, though — its two-sided war was in 

the lore! An Autobot version literally facing off against a 
Decepticon version on store shelves. Beautiful. (Just a shame 
the actual games weren't all that great.) 


NINTENDO S 
NINTENDOP)S 


FIRE EMBLEM FIRE EMBLEMp ales 


Finally, the most recent prominent example of a dual version Birthright 
launch strategy happened just earlier this year, with the phe- 
nomenal Fire Emblem Fates. As with Zelda’s Oracle games, 
though, this was a pair of games that went on sale on the 
same day, but were almost entirely their own adventures on 
the inside. Birthright was the easier of the two, taking you 
along a story path of siding with your birth family after being 
stolen away from them as a child. Conquest had you stand by 
your captors, though, and challenged you with a much 
tougher set of battles as a result! One quickly sold-out combo 
cartridge combined both storylines together, though... 
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CHARACTER PROFILE 


For 20 years now, this lightning-throwing powerhouse has been over- 
shadowed by its own pre-evolution. But Sun & Мооп5 Alola Forms 
have given it an overdue upgrade, bringing it back into the spotlight! 


fW 
FIRST APPEARANCE 
POKEMON RED & GREEN (1996) 


In the very beginning, Raichu was just like The Rai played it cool, though. Kept on Even still, true champions found ways to 
any other fully evolved Pokémon. Likely putting in the work in every new game. win with Raichu. One was even part of 
used by many happy trainers! Even went surfing in Pokémon Stadium! Wolfe Glick's winning VGC 2016 team! 


And now, the introduction of the new 
Alolan Raichu has totally given this 
underloved Pocket Monster a second 
chance at superstardom. No longer will 
Pikachu's evolution be cast aside! 
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It didn't take long for its pre-evolution, When Gen II came along, though, Raichu More insult to injury: The Light Ball made 
Pikachu, to become the face of the new was dealt another blow by the debut of it so competitive battlers wouldn't have 
franchise. Raichu was all but forgotten. Pichu. It even got a Smash Bros. spot! to evolve Pikachu any more to be viable! 


LT. SURGE sent 
out EAICHL* || 


Congratulations! Your PIKRCHU 
evolved into RRICHU! — 


It’s hard to point to any particular game after Gen | as Now introducing Alolan Raichu! Nobody knows exactly why the 
Raichu served as some players' first being a true highlight for Raichu, as other, newer monsters Raichu species takes on such a drastically different form in Alola, 
real challenge in Pokémon's first gen, captured players’ attention. But ГО wager that many likely but the locals guess its chubbier body could be credited to its diet of 
as the toughest 'mon in the third Gym recruited a Raichu while playing through the Gen | remakes fluffy, bouncy pancakes. Alolan Raichu is an Electric/Psychic-type, 
(which, being Electric-focused, wasn't on GBA - having passed Pikachu's pinnacle of popularity, using its mental powers to levitate over the ground and ride its tail 
weak to any of the starters' types). | bet several Trainers gave the bigger 'chu a try at last. like a surfboard! No doubt many Trainers will want to hang 10 too! 


BY LUCAS M. THOMAS 


EXTRA-FLOOFY EARS 


THE RAI-VALRY ALOLAN 
Pikachu has been the star of Pokémon's long- RAI C H U 


running anime series for decades, and more 
than once throughout the course of that run, 
it’s been a plot point that he refuses to be 
evolved into a Raichu. Ash Ketchum has been 
carrying a Thunder Stone in his backpack ALL-SEEING 
through every region they've explored EYES 
together just in case his Pika partner ever 
changes his mind, but that will never happen, 
of course! With the main Pikachu locked 
down as-is, it's been left to other Trainers to 
introduce Raichu into the series — and just 
about every time a Raichu appears, it and 
Ash's Pikachu strike up an intense rivalry and 
begin to battle to see just which size of 
electric rodent is best. Ash's first Gym battle 
loss was handed to him by Lt. Surge's Raichu 
in the anime's 14th episode, and another 
super-strong Raichu bested him in the 2008 
episode, "Pika and Goliath!" Don't worry, 
though - Pikachu always wins the rematch. 


BELLY FULL OF 
PANCAKES 


HALF-TAIL, 
HALF-SURFBOARD 


TRADITIONAL 
BOLT-SHAPED TAIL 


THE PI-KAHUNA 


The new Alolan Raichu seems to have a few 
different inspirations, from Raichu's tail- 
surfing animation in 2000's Pokémon 
Stadium to the Surfing Pikachu minigame 
that was part of Pokémon Yellow the year 
before. Most intriguing, though, is the ties it 
has to the anime's 67th episode, titled "The 


Pi-kahuna." In it, a special surfing Pikachu 
named Puka was introduced, and he had the 
power to sense ocean waves - thanks to his 

unique, glowing blue eyes! Was Puka part 
Psychic-type all along? That's foreshadowing! 


WARP ZONE 


What Nintendo Power was writing about way back when. 


ISSUE #30 OF Nintendo Power returned us to a 
world of "Might, Mystery and Magic" with its 12- 
page cover story on Final Fantasy II, "the first epic 
adventure for the Super NES." (Of course, in the 
years to come, the title would become better known 
by its original designation, Final Fantasy IV.) Joining 
it in ushering in the 16-bit era were Super NES 
Showcase previews for Super Tennis, U.N. Squadron 
and Super Baseball Simulator 1000, plus Now 
Playing peeks at Darius Twin and Ultraman: 
Towards the Future, with Pak Watch featuring 
Lemmings and True Golf Classics. 

Though this issue marked the first holiday 
season for the new Super console, there was no 
shortage of titles for fans of 8-bit. Front and center 
were 10 pages dedicated to the Nintendo 
Entertainment System's The Flintstones: The 
Rescue of Dino & Hoppy, plus four pages each of 
Where in Time is Carmen Sandiego? and Ultimate 
Air Combat, then another six pages for Tom & Jerry. 
(Clearly, Hanna-Barbera had a newfound interest in 
the aging platform, as these were only the first of 
several releases to come.) In Now Playing, Space 
Shuttle Project, Snow Bros. and Toki were featured, 
while Pak Watch looked at The Empire Strikes Back, 
Wizards в Warriors IIl and Bucky O'Hare. 

On Game Boy, it was sequel city as successors to 
two NES classics hit the small screen in Kid Icarus: 
Of Myths and Monsters and the plainly titled 
Battletoads. While those were all-new titles featur- 
ing fan favorites, а port of Double Dragon II made 
its way to portability as well. Rounding things out 
were the puzzle game WordHai and a very early 
take on the first-person shooter in Faceball 2000, 
which included a contest to win a foam rubber 
Faceball of your very own. Previews of future 
releases teased some big names in Home Alone, 
Hudson Hawk, Terminator 2, Ninja Gaiden Shadow 
and TMNT: Back from the Sewers. 

The Top 30 celebrated over two years of the No. 
1-ranked Super Mario Bros. 3 on the charts, with 
Final Fantasy, Battletoads and TMNT II: The Arcade 
Game right behind. Plus, after a period of absence, 
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The Legend of Zelda returned to the Top 10 as well! 
Speaking of which, Game Boy's Top 10 was once 
again dominated by Super Mario Land, TMNT: Fall 
of the Foot Clan and Dr. Mario. 

Finally, a number of Super NES games (mostly 
Super Mario World) crept into both Classified 
Information and Counselor's Corner, with Nester 
taking on the world of F-Zero elsewhere. Robert 
"Freddy Krueger" Englund was interviewed for 
Celebrity Profile, Player's Poll offered winners a trip 
to the NBA All-Star Weekend in Orlando and Editor 
George Sinfield related to readers the pains of 
dealing with delayed games, such as the previously- 
covered-but-yet-to-be-released Robin Hood: Prince 
of Thieves and their scuttled plans for this month's 
cover to feature Metroid II: The Return of Samus. 

That would come in Volume 31, with 10 pages 
dedicated to Samus' first sequel. Joining it on Game 
Boy this month was the aforementioned Ninja 
Gaiden Shadow and Hudson's Adventure Island. 

For NES fans, Batman: Return of the Joker was 
the big game, with The Addams Family tying in to 
the then-new movie and Tiny Toon Adventures 
bringing a bit of Acme Acres to the system, sharing 
a poster with the upcoming third TMNT NES game, 
TMNT III: The Manhattan Project. Quicker glimpses 
were given to Kung Fu 11, TaleSpin, Home Alone and 
Paperboy 2, while Nester dreamed Of Myths and 
Monsters. The Top 30 featured the same faces in 
the top two spots, with Final Fantasy creeping into 
third and now Super Mario Bros. 2 returning to the 
Top 10! Lastly, Pak Watch revealed The Simpsons: 
Bart vs. The World, Mega Man 4 and Monster in my 
Pocket were all "Just Around the Corner." 

The Super NES beheld 10 pages of ActRaiser, as 
well as previews for Pilotwings, Populous and Bill 
Laimbeer's Combat Basketball, and Pak Watch 
showed off Super Off Road, Smash TV and the new 
arcade Nintendo Super System! 

Finally, the Player's Poll prize of the month 
promised to send its winners to see how Star Wars 
special effects and video games were made at 
LucasArts and Industrial Light & Magic! - DAVID 
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Galactic New Game = Hit 


THE SOURCE FOR NEWS AND STRATEGIES STRAIGHT FROM THE PROS 


GAME BOYS COLORED 


It's a shame that this feature didn't line up with our last 
issue, because look at all those fresh coats of paint! NP'S 
Ultimate Game Boy Design Contest challenged readers to 
create and submit new versions of the original handheld 


(which wasn't very old, at the time), and the winners got 
to have their designs made into real systems for them. 
Most of the submissions were purely cosmetic, but check 
out Andre C. Bally's forward-thinking hand grips! He beat 

Nintendo to that punch by about five years. 


Story Ьу KENTARO TAKEKUMA 


Art by CHARLIE NOZAWA 


ORIGINALLY PRINTED: NINTENDO POWER, JANUARY - DECEMBER 1992 (ISSUES #32 - #43) 
NEW EDITION: VIZ MEDIA PAPERBACK, OCTOBER 1, 2016 


THE REPRINT: ON SALE NOW! 


It’s been a year and a half now since Viz Media reprinted Nintendo Power's 
12-part comic adaptation of The Legend of Zelda: A Link to the Past, and 
since this 12-part Super Mario story ran alongside those Zelda chapters in 
the same issues of Nintendo Power throughout 1992, it's a bit odd that 
we've had to wait this long for Adventures to be reprinted as well! The 
wait is over now, though, and if you order quickly you can get your copy 
delivered in time to read it all before the comic's 25th anniversary hits this 
upcoming January. The MSRP is $14.99, but you can find it cheaper! 


CLASSIC COMIC 


THOUGH IT'S STATED to not be based on any one particular Mario tale, Kentaro 
Takekuma and Charlie Nozowa's 1992 comic, Super Mario Adventures, nonetheless 
borrows liberally from the then-recent Super Mario World enough that it might as well 
be considered an adaptation of that title. In fact, it probably hews closer than its The 
Legend of Zelda: A Link to the Past counterpart does to its named source material. And 
while the character art isn't 10096 on-model, the story and visuals are nonetheless 
100% on target with what many would consider an ideal Mario tale. 

Heck, this might even be reasonably considered to be the definitive piece of Mario 
fiction outside of the games themselves. Over the years, it's served as inspiration for 
others to try to follow in its footsteps, myself included (if you remember back to our 
first two issues and the short-lived Neo Bowser City comic). 

While it does borrow numerous elements from Super Mario World, Super Mario 
Adventures is very much its own story, incorporating just enough elements from the 
games to be recognizable, while at the same time adding enough of its own ideas that 
wouldn't work in the game space. This results in scenarios such as the traveling 
salesman Friendly Floyd peddling his wishy-washy wares like useless Yoshi translation 
books in Yoshi Village, Toad and Yoshi disguising themselves as not-Domino's Pizza 
delivery men to infiltrate a Koopa tower and the Mario Bros. themselves taking on the 
role of therapists for the Big Boo in order to safely escape a Ghost House. 

In addition to the 12 parts that ran in Nintendo Power throughout 1992, there's also 
a 13th chapter called "Mario vs. Wario," which ran in NP's Issue #44, the month after 
Super Mario Adventures concluded. As you can guess from its title, it features the 
newly introduced Wario in a story that loosely adapts Super Mario Land 2: 6 Golden 
Coins while elaborating on Wario's origins and his animosity toward Mario. 

It was after that issue was published that Nintendo released the original Super 
Mario Adventures graphic novel with all 13 chapters included. Unfortunately, that was 
before Nintendo Power had the chance to publish a second Mario vs. Wario story a 
year later, in which the titular duo fought over a plush Samus Aran doll to give as a gift 
to the Princess for her birthday. Even more unfortunate, then, is that this printing 
mimics the original almost exactly, once again leaving the doll story out. So if you 
already own the original printing, there isn't much new here to recommend this one. 

However, if you've never read Super Mario Adventures before, then definitely make 
it a point to check this printing out! - DAVID 
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Wanna see what destruction looks like? 
Here it is in human form—it’s your boy Guzma! 


TEAM 


THE LAST FEW generations' evil teams 
have been a bit lofty in their sinister 
aspirations. Flooding the entire planet? 
(Team Aqua.) Remaking the universe? 
(Team Galactic.) Releasing all captured 
Pokémon back in the wild? (Team Plasma 
- even though they themselves used 
Pokémon to battle against you.) 

And then Team Flare from the most 
recent generation basically wanted to 
eliminate all human life. Right? I think 
that was their goal. It's hard to keep it all 
straight when it's all so grandiose. 

So thank goodness for the new Team 
Skull, a gang of street-level goofballs 
whose biggest evil plan probably entails 
stealing lunch money from Youngster 
Joey. Seriously, these guys are not intimi- 
dating - they're the ruffians who cause a 
bit of trouble around Alola, but are still 
lovable at the end of the day. 


——  — 


SKULL 


Team Skull's leader is Guzma, a one- 
time friend of Professor Kukui who got 
bounced out of the running to become a 
Trial Captain and has made it his mission 
to mess up the Island Challenge ever 
since. 

His righthand woman is Plumeria, 
who considers herself to be the "big 
sister" of the entire group. If you beat 
down any of the lower-level Grunts in 
battle — and you will, over and over again 
— then she'll take it personally and come 
to exact her revenge on you and your 
Pokémon. 

And the Grunts? Well, they're so bad 
at being bad that you can't help but love 
them for trying. They're literally posers, 
always contorting their bodies into dif- 
ferent shapes in feeble attempts at 
frightening you! But sorry, Team Skull – 
your skeleton motif isn't going to make 
any of our bones rattle with fear! 


The creature that just got sucked into the cube 


„| 15 what we call a "Zygarde Cell”! v 


LIKELY MORE LIKELY to cause true concern in Alolan Trainers is 
this massive Legendary titan who hails not from Alola, but rather 
from Pokémon X & Y's Kalos Region! If you played one or both of 
those games to completion, you know that their endgame just 
kind of fell away into nothingness. There wasn't much of a resolu- 
tion, and especially not when you found and captured zygarde, 
who was just sitting in a random cave with no fanfare whatsoever. 

The fact that so much was left undone with Zygarde made 
many of us suspect that a "Pokémon 7" must have surely been in 
the works - we were even still on the lookout for its announce- 
ment back at the beginning of this year. But if it ever was consid- 
ered, it's tabled now, as Zygarde's expanded story has been folded 
into the adventure through Alola. 

In Sun & Moon, you'll eventually come across Dexio and Sina 
from X & Y. They'll gift you with a "Zygarde Cube," and with it you 
can suck up tiny Zygarde Cells that are hiding all around Alola's 
islands. If you manage to find them all, you'll reassemble the full, 
Complete Forme Zygarde seen below - truly a powerful ally to be 
part of your team! (And much cooler than the simple snake-like 
form Zygarde first appeared in three years ago.) 


FEATURES 


What's this? New monsters that aren't Pokémon? 
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IF TEAM SKULL, the Aether Foundation, Zygarde and the Ultra 
Beasts weren't enough to convince you that Gen VII is going dark, 
how about a free Dark-type Pokémon being gifted to you before 
the games even get going? Yes, the special Greninja seen below is 
yours just for downloading and playing through the free Special 
Demo Version of Sun & Moon now available in the 3DS eShop. 
Called "Ash-Greninja," he hails from the most recent story arc 
in the anime, where Ash Ketchum's bond with his favorite frog has 
grown so strong that Greninja's able to transform into a more 
powerful version of himself, taking on Ash's hairstyle in the 
process! In-game, that becomes the new ability Battle Bond, 
which activates when Greninja knocks out an opponent as 
his normal self first. The demo also lets you use Kukui's 
Pikachu, too, and he's equipped with a Z-Crystal. 
More on that right now! 


IN POKÉMON X & Y, Mega Evolutions 
were introduced as the new trump card 
in battle - select Pokémon could go 
beyond their normal evolutionary limits 
and temporarily transform into more 
powerful versions of themselves. Now, 
though, all 800+ different Pokemon will 
have access to new attacks that can 
change the tide of a battle: Z-Moves! 
Z-Moves are one-use-only, supremely 
powerful moves. Most of them are wildly 
over the top and flashy in their execu- 
tion, as crazy cutscenes play out when 
you decide to activate one – 
your monster is enveloped 
in "Z-Power," then goes 
totally berserk! 


Z-MOVES | 


Your Pokémon won't be able to use a 
Z-Move unless they're holding a Z-Crystal 
of a type matching one of their existing 
moves, and again, only one Z-Move can 
be used per fight. It's a lot of hoops to 
jump through for the chance to score a 
single, megaton strike against one of the 
opposing Trainer's Pokémon, but if you 
pull it off, it's incredibly satisfying! 

Now, the real question is how Z-Moves 
will change the landscape of competitive 
battling. Will balance be thrown out the 
window, or will they ultimately not be too 
much of a game-changer? We'll see soon! 


BATTLE ROYAL 


WHEN THE POKÉMON series first 
started out, one-on-one battles where 
the only kinds of battles there were. You 
picked a Pokémon, your opponent picked 
a Pokémon, and the two of them duked it 
out until one of them fainted first. Basic. 
Normal. Easy to understand. 

Generation 111 was where the first 
wrinkle got added in: Double Battles! 
Now some fights had you tossing two 
monsters out at the same time, facing off 
against an opposing duo. Teamwork 
moves came into existence, as allies 
worked to support one another on the 
battlefield - and you also had to be 
mindful of not accidentally dealing 
damage to your own Pokémon with an 
errant Earthquake or other multi-target 
move. Double Battles could also be 
fought by four different Trainers, each 
one contributing one of the four combat- 
ants in play at the time. (These are also 
called Multi Battles.) 
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The series then went on to Triple 
Battles, Rotation Battles and more, but 
it's those four-participant battles from 
Gen III that seem like the point of inspi- 
ration for Sun & Moon's newest variety of 
fight: Battle Royal. In this multiplayer 
option, four different Trainers each send 
their own Pokémon into an arena styled 
like a wrestling ring — and there are no 
teams. It's a free-for-all, with every 'mon 
taking on every other. 

Battle Royal lets you freely target any 
of the three opponents in play, and the 
strategy for success is going to be truly 
unique. Should you pour on the pain 
against just one opponent, or try to 
spread your attacks around? Should you 
try to forge temporary alliances with one 
or two of your enemies? Be careful, 
though, because the winner isn't the one 
who's left standing in the end, but rather 
the one who's judged best overall when 
one of the four Trainers is knocked out! 
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HYPER TRAINING 


THOUSANDS OF POKÉMON players have enjoyed the experi- 
ence of participating in the series' official competitive battling 
scene over the years, but even they would have to admit that 
there are huge barriers of entry to join that community. Creating 
just a single team of six Pokémon that are competitive enough to 
take part in tournament events has always required a staggering 
amount of invested time, and chiefly because there are hidden 
statistics fueling each individual monsters' potential for growth. 
You couldn't catch just any old Pokémon! You had to farm and 
farm, or hatch eggs for days, just to get one worth using. 

Well, Sun & Moon are tearing down one of the biggest barriers. 
Through the addition of a new feature called Hyper Training, you 
can now increase any Pokémon's IVs to maximum across all of its 
stats. If you don't know what that means, it basically boils down to 
allowing any Pokémon at all become viable for inclusion on a 
competitive team – you just need to worry about getting the right 
moves and ability now, which is going to be much, much less 
stressful than before. 

Hyper Training won't be free, though - you'll have to earn new 

items called Bottle Caps to use this feature. 
Thankfully, Magearna will be holding 
one when you catch her! 


SALANDIT MIMIKYU STUFFUL 


Look at the sly grin on this sneaky half-Poison/half-Fire This disturbingly cute Ghost/Fairy-type was jealous of It may look like a cuddly little plush toy, but don't be 
salamander. You just know it's up to no good! the attention Pikachu gets, so it decided to mimic 'chu! fooled! If you try to hug it, it'll bash you into next week! 


ААО NEW'MONS 


YOU'VE ALREADY SEEN several new Alola-native 
Pokémon if you started your reading over on the Sun 
side of things, but those were some of the more happy 
and cheerful creatures. Here on the dark side, it's the 
Р monsters you wouldn't want to run into іп a dark alley! 

Some seriously sinister new species are making their 
debut in Sun & Moon, and these are just a few of them. 
MO R E LLU L Also, below, check out some returning faces from the SAN DYGAST 
We haven't yet seen what this teeny-tiny mushroom original 151 — all of whom have gone darker in Alola! You may never be able to relax on a beach again thanks 
"mon evolves into, but we've got a feeling it's creepy. to this spirit-possessed lump of sand. Yikes! 


ALOLAN RATTATA ALOLAN MEOWTH ALOLAN GRIMER 


Forced to become nocturnal to avoid the daylight Meowth's always been a Normal-type before, but in When Alola couldn't handle its overflowing landfills, 
hunting cycles of Yungoos, Rattata became part Dark. Alola the Scratch Cat Pokémon becomes a Dark-type. Grimer were imported from other regions to eat trash. 


ALOLAN RATICATE ALOLAN MAROWAK ALOLAN MUK 


"Faticate" might be a more appropriate name for this Marowak's always been a sorrowful figure in Pokémon, And eat trash they did! The Grimer became part Dark- 
sized-up Alolan version of Pokemon’s original rat. but now they've gone and actually made it a Ghost! type in the process, giving rise to an even muckier Muk. 
в 9 
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BEWEAR CRABRAWLER WISHIWASHI 


Aww, it just wants to give you a bear hug! . . . but, wait, Don't call it a Water-type - this crushing crustacean is It starts out as a wimpy single fish, but watch out when 
no! Ouch! It's hurting! It's squeezing too hard! Aaaaahh! pure Fighting, based on the land-dwelling coconut crab. it calls for back-up from its buddies and they unite! 


PALOSSAND TYPE: NULL BRUXISH 


This may be the scariest new 'mon of them all! It's A centerpiece of Sun & Moon's story, the oddly named This garish fish isn't exactly evil or anything, but I’m 
known to drag Pokémon down, burying them in sand! Type: Null is a mysterious, helmeted chimaera. going to call it a villain just for its offense to my eyes. 
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TURTONATOR YUNGOOS GUMSHOOS 


It's a turtle. It's a Terminator. It's Turtonator! You'll say Every Pokémon game has Normal-type rodents, but Great Detective Pikachu isn't the only crime-solving 
"Hasta la vista" to your foes if you recruit one of them! none have ever looked as menacingly angry as this! Pokémon on the case any more, thanks to this bad cop. 


GRUBBIN CHARJABUG VIKAVOLT 


It may look like nothing more than a cute 'lil Bug-type, Grubbin's hunger for electricity causes it to transform Though its preceding forms aren't that intimidating, 
but just wait until it chews all your electrical wiring! into part Electric-type. Basically a car battery here. nobody's messing with the severity of Vikavolt! 
a . 
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EXCLUSIVE 
TO MOON 


JUST LIKE THE Sun version, Pokemon Moon will host a selection 
of different monsters that are version-exclusive. Appropriately 
enough, the Moon-only 'mons look like the dark and scary ones! 
As in past games, if you want to complete your Pokédex or just 
recruit a few of the Pokemon only found in the version you aren't 
playing yourself, you'll need to connect with a friend locally (or an 
anonymous friend online) and make a trade together! 
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LYCANROC (MIDNIGHT) 


While Lycanroc's daytime form is valiant, its nighttime version is 
pure deviousness. Beware this Moon-exclusive werewolf! 


Expect to see a lot of this great ape in competitive play, because it 
has a move that can make its ally attack twice in one turn! 


LUNALA 


Finally, here's the menacing, spectral bat who adorns Moon's box. 
Lunala is Psychic/Ghost and attacks with Moongeist Beam! 
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TIME SHIFT 


HOPEFULLY WE'VE SOLD you on the 
idea that Sun & Moon are taking the 
series into darker territory than ever 
before over the course of the last few 
pages, but if not, here's one final feature 
that argues the point: the time shift. If 
you play the Moon version, everything is 
going to be literally darker as you play! 

Now, Moon doesn't take place entirely 
at nighttime. There was some confusion 
on that point, as the English-language 
trailer that first introduced this aspect of 
the games didn't do a great job of 
explaining. 

The way it works is thus: If you play 
Pokémon Sun, the time of day that you 
see in the game will line up with the time 


of day you see outside your window. It's 
synced to your 3DS' internal clock, the 
same way Animal Crossing or some other 
real-time games handle the passage of 
time. 

If you play Pokémon Moon, though, 
the game will adjust the time in Alola to 
be 12 hours forward from what your 3DS' 
internal clock says. So if you play your 
game at 3:00 in the afternoon, your 
character's going to be running around 
at 3:00 a.m. in the game. If you play at 
midnight? It'll be noon in Alola. The 
ultimate result being that most Moon 
players will see more night sky in-game 
than day (if they play during normal 
waking hours). Don't get confused, now! 


